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Welcome to 
Metal Gear Solid 


Hideo Kojima: The 
Man Behind Metal Gear 


We got the chance to quiz Metal Gear’s main man 
about the end of the series, and what has helped 
inspire this final installment. 


Metal Gear Solid 4 


Guns of the Patriots 


The Ultimate Hands-On Experience 


What’s in Nasu? 


Inside Konami’s Super Campus 


Stool Pigeon 


A look at Johnny Sasaki, the merenary 


we’ve come to love...from upwind. 
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The Mind behind 
the Machine 


A collection of past interviews with Hideo Kimjima 


Metal Gear: From 
the Beginning 


A breakdown of the Metal Gear games 
in chronological order. 


Loose Canon 


Alternate Worlds of 
Metal Gear Solid 


Rogues Gallery 
A look at the bad guys from the 
Metal Gear Universe 


The Rookies’ 
Always Greener 
on the Other Side 


Raiden: The Lean, Mean Controversy Machine 








Rule of Rose 


Do you know what day it is 
tomorrow? 


Solid Snake’s 
Solid Moments 


A collection of links to the best MGS 
videos on the web. 


| My Love for 
| You Is Like a Box 


A Tribute to Solid Snake’s Trojan Horse 


Metal Gear: 
A World History 


The events and activities of the Metal Gear sto- 
ryline run in parallel to our real world, like a veneer 
of Metal Gear-ness has been coated on our seem- 
ingly mundane history. 





















Metal Gear: An 
Artistic Vision 


A collection of some of the more varied and 
stylistic pieces created for Metal Gear. 


Snake Charmer 


The Women of Metal Gear Solid. 


Metal Gear 
Section Redux 


A collection of several of the most intriguing insights 
previously published. 


Tactical Espionage 
Action Trivia 


How well do you really know the Metal Gear series? 


WWSSD? 


What Would Solid Snake Do? 
He would solve all your problems! 
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penises soon | J elevated their name and brand to the echelons of 


“system seller.” That’s the unique, so rare game that 
transcends videogame platforms and makes gamers 
of all creeds and colors go buy the host machine. 
Come June 12" 2008, Metal Gear Solid 4: Guns of 
the Patriots will unleash a barrage of kudos, appre- 
ciation, and unbridled adoration on the PlayStation 3. 

Since the first time that the new—and final— Metal 
Gear was unveiled the anticipation has boiled'to the 
point of exasperation. Fans of the series that can 
chart their enthusiasm back 21 years (congratula- 
tions to you all) are desperate for answers to the 
questions that have dogged the Metal Gear world 
since its creator, Hideo Kojima, first conceived it. 

With. all now.to be revealed, both series fans and 
newcomers will get to understand the significance of 
the Philosophers, Big Boss, Outer Heaven, and so 
much more. Though the names can conjure images 
spanning several games and years lost in time, their 
impact is so vivid they burn a collective hole in our 
subconscious. 

In honor of that legacy, and in celebration of the 
upcoming release of the game that caps the series, 
dots the I’s and crosses the t’s of a plot that has 
evolved over so many years, we’ve crafted a col- 
lection of stories that should both entice fans of the 
Metal Gear series, and encourage anyone yet to 
delve into its deep, complex, but thoroughly reward- 
ing plot. Between the history of the game series, the 
timeline of events that make up this crucial chronol- 
ogy, and the show and tell of the faces that have 
dominated the franchise in so many iterations, this 
guide should give you a complete handle on what to 
expect from MGS4. 

Many experts in the subject of Metal Gear contrib- 
uted to make this issue the most complete docu- 
mentation of MGS.lore in existence. Their dedication, 
professionalism, and skill ensure that this magazine 
provides all the information you want to know, and 
much that you had no idea existed in one expertly 
produced product. 

So roll on June 12", and keep this magazine at 
your side to answer questions you might still have as 
the credits roll in the most stunning Metal Gear game 
ever produced. 
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Twenty-one years in the making, the Metal Gear franchise is 
one of the most celebrated, successful, and revered in all of 
video gaming history. The story began in 1987 with the origi- 
nal game released on the MSX2 platform in Japan. That story 
Spawned an entire new world view, penned from the creative 
vision of the series director, Hideo Kojima. And now fans 
around the world are eagerly awaiting the conclusion of the 
series, Metal Gear Solid 4: Guns of the Patriots. 

Chronicling this incredible journey we've covered the spec- 
trum of Metal Gear gaming in these pages. Enjoy. 
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WE GOT THE CHANCE TO QUIZ METAL GEAR’S MAIN MAN ABOUT THE END OF 
THE SERIES, AND WHAT HAS HELPED INSPIRE THIS FINAL INSTALLMENT. 


PTOM: In the U.S. we are making a special issue 
[and this is it] with a hundred pages of editorial on 
all things Metal Gear in anticipation of the game’s 


release. 


KOJIMA: This interview isn’t going to last for one 
hundred pages, right? 


PTOM: Depends on how chatty we get.... (Every- 
body laughs) 


PTOM: So, we’ve heard that this is the end of the 
Metal Gear series, which has obviously been a huge 
part of your life for a very, very long number of years. 
On the day that you finally say, “ship it, this is it, this 
is done,” do you have any anticipation of what how 
that’s going to feel? 


The Complete Guide to Metal Gear Solid 


KOJIMA: | don’t know how | would feel. I’m brush- 
ing up the game right now and of course Metal Gear 
has been part of my life for the past 20 years plus, 
actually longer than my son. But | really, at this stage 
don’t feel like it’s ending or wrapping because |’m 
still in the midst of adjusting it. And I’m really not 
sure, even in June how | would feel. Currently | don’t 
feel like I’m sad. But actually, I’m looking forward 

to how | will feel when the game ships out in June. 
Maybe | have some kind of filter in me right now; 
therefore I’m not thinking anything about after the 
game has shipped or what | feel after that. 


PTOM: How much pressure do you feel? This is not 
just another anticipated game for the huge Metal 
Gear audience, it’s also anticipated as the biggest 
game to hit the PlayStation 3. Does that generate 
any extra sense of pressure? 








e are currently 
kind of underdog 









KOJIMA: Yes, every time | release a title | have the pres- Solid 3, therefore | had to answer all the questions that | 
sure and of course this time is special because the Metal gave in the past, so that was what | was always thinking 


Gear saga will come to an end, | have extra pressure on when | was creating this one. 
me from that. 
About the PS3 leading platform, it’s not just about the PTOM: It’s well documented that movies like Escape 
platform that | have the pressure the most. Currently, From New York influenced you in the past. What more 
especially in Japan and all over the world, you see Wii, current movies or other forms of inspiration have you 

DS and mobile phone making smash hits and making found? 

mobile games easy to pick up. And this Metal Gear is 
a big title, as you know, so we are currently kind of the KOJIMA: | haven’t seen so many movies lately. But The 
underdogs. In this era Metal Gear is for the core gamers, Bourne Identity series, the pure action type without using 
for the traditional gamers who love these kinds of games. high-speed cameras, a more handycam type approach, 
At the same time everyone will be looking to see if the | was influenced by that. | told my staff to stop using 
traditional core games gamer will come to this game, this super high speed camera style and let’s go down to 

meaning if Metal Gear fails that would probably discour- basics. 

} age other developers who are creating traditional core It’s not just that | got inspired by them; it’s more like 
games. | would like Metal Gear to succeed because | I’ve been telling the staff about these styles. How they 

} would like to give courage to all the game creators who got the feeling of the battlefield and reality, and how they 
want to create the real, real games we had in the past. used the lens and the cameras and all of their effects. Not 

zooming in, things like that, and telling the staff to watch 

PTOM: Related to that, my perception is that a lot of that movie and learn about how that was presented. ‘ 
people will come to PS3, buy the MGS bundle, who We do create everything in hi-res, the models, the 

j might not have a 20 year history with the franchise. So backgrounds, the environment but we touch everything 

i were there design considerations to those people without __ so that it creates more dirty colors and things like that. 

necessarily making it more casual? But my model and my character design team are furious 

because they were saying “Okay — look, Mr. Kojima this 

| KOJIMA: Well yes, | did consider that there would be looks just like a standard death.” Actually, | kind of like 
first time users who pick up Metal Gear Solid who have the standard death. However, looking at the competitor’s 
not played 1, 2 or 3. So basically the story line is simple: products on the next-gen platforms | realized maybe this 
there’s a bad guy and you have to go after this bad guy is too off, therefore | did change at a certain point. 


and if you defeat him you save the world. So this story 

plot is quite simple. However, the reason why | started to PTOM: Is there anything that you’ve seen on PS3 where 
create Metal Gear Solid 4 is that | got a lot of people say- you’ve said “these are some of the benchmarks that we 
ing that many questions were not answered in Metal Gear need to pass”? 
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KOJIMA: There’s not just exclusive PS3 titles out there, so you know, 
like Assassin’s Creed, Call of Duty 4, Bioshock, or The Darkness (which 
had great demons, a great opening), so I’ve been telling the staff that 
they don’t need to look at the Japanese titles, look at the other titles. 
Assassin's Creed especially, | thought it was brilliant because it 
really fulfilled the basic concept that MGS4 had at the beginning: how 
you could go anywhere in the environment and also you could climb 
anywhere, run anywhere. At the beginning of the concept Metal Gear 
Solid 4 had motion blending, meaning if you push down a direc- 
tion things go automatically and seamlessly. If a bullet comes you 
don’t have to manually dodge, but the motion dodges and happens 
naturally. We kind of gave up on this because it was just too difficult, 
but when Assassin’s Creed came out and we saw it and they accom- 
plished what we were really aiming at first. | have to tell you that my 
staff and | were really low for the next three days after it came out. 
Snake is known as a legendary hero and he saves the world a 
couple times. However, there’s always kind of a funny question, why 
he can’t leap up one meter and things like that. This is because | 
did the balance, and | took the game design with the balance and | 
couldn’t adjust the game rules, the basic game rules that we had so | 
didn’t put that in there. 


PTOM: | heard that in focus testing some people were actually crying. 


Did you anticipate that reaction? 


KOJIMA: Well yes, actually I’ve always been trying to touch 
emotions; it’s in all the players. Whether it’s crying, laughing, or 
making them angry I’ve been always thinking about that when | 
was creating my games. 

It was one of the concepts of the game as 
a designer to have a psychological, 
mental element. The emo- 
tion of the NPC’s, so they 
might by scared or angry 
when their allies get killed 

So you can see the inten- 
tion, even that the title screen 
comes up in a graveyard that’s supposed to represent the ending of 
MGS3. All the lines, all the things that the characters say | put in a lot 
so it resembles the past. Even the situations as well, | deliberately put 
in there so that people can kind of hum over it thinking, “I’ve seen this 
before.” 

The Metal Gear Solid series has been running for about 10 years and 
the boys and girls back then, they’ve aged 10 years now, with MGS4 
coming out. So there’s a lot of newcomers to the franchise starting with 
Portable Ops, or Metal Gear Solid 3 and as you know Liquid Snake is 
the main character in those two series. Therefore, | kind of deliberately 
try to put in Solid Snake so much so that | could see if | can fool these 
people to think, “oh, this must be Naked Snake.” All this consideration 
and thinking is going on in the background behind MGS4. 
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ands up all those that would lie, beg, borrow, 

and steal for the opportunity to go play a near- 

final build of Metal Gear Solid 4—the culmina- 
tion, the grand finale—of this gaming odyssey 21 years 
in the making. All of you, | get it. Well how about if that 
chance also involved traveling to Konami’s sorta-secret 
Super Campus hidden away in the hills near Nasu, a ski 
and vacation spot an hour by train, another hour by bus 
from central Tokyo. Three days and as many hours as 
we could pack in would be devoted to playing through 
MGS4. And they call this work! 

After dropping bags in the Konami hotel room (or 

Leadership Development Center as the sign at the 
front entrance proclaims), peering out of the window in 
wonder over a valley disappearing into the haze (and 
spying a rollercoaster and Ferris wheel out there in the 
distance), and snacking on a quick lunch, we’re herded 
back on to the big red Konami bus for the five minute 
trip up the hill to the office complex. 





After the initial “mission briefing” | sit down at the 
plain black desk. A PSS sits quietly at the side of a 
broad, crystal clear TV. The start-up screen for Metal 
Gear Solid 4 is stylish and serene. This is it. After seeing 
numerous videos and demonstrations of the game, 
many crafted explicitly to show off the power of the PSS, 
it was finally on. 
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THIS |S THE NEXT GENERATION 
The very opening cut scene demonstrates a high-end, 
modern cinematic style that prevails to the end. The 
attention to visual detail in every character, environ- 
ment, and effect—from realistic desert fatigues 
to bombed out buildings revealing tattered wall 
coverings and shattered tile to dust spilling out 
behind troop carriers and trucks—is mesmer- 
izing. The camera swings behind a sniper 
and a spotter high on a building roof. And 
crack goes his rifle, the sound shuddering 
through the headphones. 
If you’ve seen up close coverage 
of the war in Iraq, then you know 
the sound. And this was it. Not a 
videogame facsimile, or a studio- 
recorded approximation. That 
sound was incredible. And as the crack of the bullet 
echoed through the air, Solid Snake, his hair flecked 
grey by the ravages of an out-of-control time, is briefed 
on what must be done. Though the war in this desert 
region sounds and feels familiar enough to be ripped 
from CNN, this is still a parallel world of PMCs (Private 
Military Companys) and insurgents, and an all-too-grey 
delineation of who the bad guys are and who are the 
good guys. 
But you’re quickly reminded, amidst the spectacle 
of battle, that Metal Gear is a sneak game. On your first 
encounter, the only outcome to wandering into the battle 


guns blazing is an embarrassingly fast restart. Right 


from the outset you're questioning the very fundamental 


issue of who, exactly, are the bad guys. Sneaking past 
a tank, using your Octocam suit to blend into any sur- 
roundings with the swift anonymity of the most illusive 
chameleon is at once impressive for its visual impact, 
and spectacular for its gameplay behavior modifica- 
tion. | mean, if you fail this first mission (and don’t be 
embarrassed, you probably will) the opportunity to play 
through again is actually a blessing. Second time, third 
time, maybe fourth time and beyond you'll witness a 
unique reaction to your movements, and the events on 
the battlefield. Gradually, though you’re aware you're still 
plotting a course through the Middle East Opening mis- 
sion, you'll start to feel comfortable with the surrounds. 

While lying prone an alert circle indicates the location 
of potential danger. In our hands-on time the enemies 
proved to be very alert to their environment and our 
impact on it. Blending into the floor might make a casual 
enemy pass you by, but if a group is alert and looking 
for you, you have to rely on more than just sitting still or 
playing dead. Oddly, never has lying flat ina game, not 
moving, trying not to even breathe, been so compelling! 
Of course, with all this sneaking, it’s intensely satisfy- 
ing to find an abandoned mortar for you to use to rain 
destruction on any target you can reach. It Pays, as 
always, to roam and investigate. 

Then the awareness of listening to Otacon kicks in 
(Doctor Hal Emmerich continues to be your off-site 
support, and provides the Metal Gear Mk. II (see page 
XX) that can be your eyes and ears when your own skills 
require a more delicate touch.) Your mission objectives 
are clear enough, but who can you alert, who must you 
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avoid, if you shoot that guy what happens next? All 
those questions, and so many more, become driving 
factors behind Snake’s motivation, and key devices 
in changing the gameplay from sneak and stealth to 
shooter and back. 


Aiding your battlefield excursions from the military 
hardware angle is Drebin, a slick weapons dealer. Mis- 
sion completions earn you Drebin Points that can then 
be cashed in for new weapons and ammo, along with 
attachments and upgrades to your preferred guns. Even 
mid-battle you can punch into Drebin’s store and stock 
up on ammo or maybe find a weapon better suited to 
your particular situation. It’s a fast, effective, and re- 
quired battlefield strategy. Access to Drebin’s armory will 
be absolutely critical when the proverbial hits the wotsit. 
Since Drebin will also automatically take any extras you 
find of weapons you already own, he pays immediately, 
providing more Drebin Points, and thus encourages you 
to mop up the items dropped by characters after each 
encounter. 

Drebin’s also got style and knowledge that fleshes 
out key moments. He also has an odd-looking, diaper- 
wearing monkey sidekick who has a Narc Cola addiction 
(both Pepsi and Coke declined the chance to be the fea- 
tured cola of choice, as did Red Bull, according to the 
game’s senior producer in charge of licensing). Again, it 
makes every story exposition as visually intriguing as it 
is fascinating to hear the world story revealed. 


Out there waging one-man war is trying on Snake’s 
mental acumen, and is tracked with the Psyche Gauge 
that impacts his in-mission abilities. Residing under the 
health bar on the interface, you can calm Snake’s mental 
state by smoking cigarettes (though that also damages 
your health) and using other pick-ups to ease the mental 
strain. The Psyche Gauge is also used in some more 
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light-hearted cutscene moments to illustrate an ego get- 
ting squeezed or fluffed. Again, it’s another piece of data 
to monitor on the battlefield, and managing it effectively 

helps ensure you’re always working effectively. 

Of course, you’ll be managing your own fatigue striv- 
ing to get through each mission objective with your cho- 
sen style. Using the Snake Eye becomes incredibly valu- 
able (though it does have a battery life limiting it from 
being permanently equipped) as it not only provides 
you with easy data information of items in the world that 
you might otherwise stumble past unawares, but also 
provides a night vision mode that proves to be incredibly 
valuable. Ration packs, ammo, and other items litter 
many locations, but can also be obscured in tall grass or 
rubble, so it’s crucial to scan each area at least once to 
make sure you didn’t miss anything important. 

And really, just the very first mission through the 
Middle East is enough to whet the appetite to justify a 
long, long play session. Watching characters move with 
astonishing realism, execute tactical maneuvers against 
your position, and work together as military personnel 
should is simply stunning. Encountering Meryl and her 
Rat Patrol provides squad-like support, but with the 
added spectacle of each team member having its own 
distinct personality. It’s actually quite shocking to see 
characters with such finely crafted style of their own to 
make you actually care about them Rat Patrol are clearly 
a bunch of bad asses, and their help is critical, but so 
well paced that they won’t complete the mission for you. 

It’s part of the balancing act of pacing that MGS4 
appears to have nailed. Testimony to the game design 
and style, the details included in this hands-on merely 
scratch the surface of what you’ll get to experience for 
yourself in the full game on June 12". So much is still 
unsaid, unrevealed, that you shouldn’t think that you 
know every detail of what to expect. | know around 
these offices that come June 12" it could be quiet, it 
could see a sudden rush of “sick” days. And they'll be 
days well spent. Get ready. 


The Complete Guide to Metal Gear Solid 


HISTORY 
REMEMBERED 


At the beginning of missions 
cutscenes spell out the com- 
plex evolution of the entire 
Metal Gear series (check out 
the Timeline starting on page 
66 to get a clear understand- 
(late We) Ml eomcyere) o]-) Ma = 10] muir ier) 
carefully. As characters talk 
and reference other stars of 
this universe, you may see an 
X or L1 button icon quickly 
flash on the screen. Hit the 
right button while it’s high- 
lighted and you'll be treated to 
EWV(claVMola(-imerelait->.4@it--18)9)-(e1.@ 
Basically, the system uses 
images and moments from 
the past Metal Gear games to 
help visually rekindle your own 
memories of the who, what, 
where, and why. For series 
veterans this device ably 
provides context, and also 
ensures you keep your hands 
on the controller during each 
Elare=\-\amel0| mer) a(3) 
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Remember kids, smoking is bad for 
your health, and your Uncle Snake 


Oa SE eee, ee t should come as no surprise that the stated intention to wrap up answers to every Metal 


Gear universe question requires some lengthy discourse between series protagonists. Mix 
that with Kojima’s interest in cinematic production and the end result could have required 
passively watching the unfolding story while each mini-movie spells out new plot advance- 
ments. However, while Snake meets with Otacon, and as your mission statistics (gameplay 
time, kills, uses of the box, and many others) scroll across the middle of the screen, you 
can actually move the MG Mk.II around the environment and look at the digital actors from 


whatever angle you like. It keeps you busy, and provides a cool, floor-level view into the char- 


acters relationships as they chat, uncover new missions, and hear from some series icons. 


The screen is split into three parts, but even that can be manipulated easily. Which- 
ever window you want to view can be seen full-screen, or you can run around from 
the Mk.Il’s perspective. 
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reparation, when you're traveling abroad, is 

Crucial. Whether it’s the Frommer's: Guide, 

the local subway map, the right power con- 
nector, or toothbrush and toothpaste, when you 
head to the airport only those willing to live life in 
the fast lane of uncertainty (with its attendant ex- 
citement and adventure or drastic, dramatic, woeful 
potential to end in an unfamiliar emergency. room) 
do so unprepared. I'll add the desperately, sleep- 
deprived busy to that list. So while the toothbrush 
and toothpaste made the suitcase, and even the 
correct plug connector, the Japan guide and atten- 
dant internet research about Nasu failed to make the 
journey. Going to Nasu to play Metal Gear Solid 4 
was all | needed to know. 
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It turns out that Nasu isn’t a secret development head- 
quarters for the Metal Gear team. Nor, though its name 
translates as such, is it an agricultural capital for eggplant 
(seriously, according to my best Japanese translation, 
Nasu means eggplant). It’s a vacation destination in the 
foothills of some of Japan’s best skiing territory (appar- 
ently). The revered Royal family has been known to vaca- 
tion in the vicinity. And it’s where Konami built its very 
own Super Campus; a site where it could take its muck- 
di-mucks for conferences and its managers for leader- 
ship seminars. 

Driving into the Konami-signposted compound aboard 
the big red Konami bus, past the Konami-labeled wind 
power generators (and field of solar panels that collec- 
tively helped guarantee that weather-forced power out- 
ages never cut off this fairly remote location), we alight- 
ed in front of the Konami Leadership Center, under the 
Konami flags fluttering in the brisk early spring breeze. 
Though the general location may have been unfamiliar, it 
was abundantly clear who owned this hideaway. 

Snow-capped mountain peaks served as the backdrop 
on one side of the complex, and a long, flat valley disap- 
peared into the mist on the other. Tucked on that valley 
floor was the distinctive outline of a rollercoaster and 
Ferris wheel, dormant for the winter months. A camera- 
man—to become a constant companion throughout our 





visit—captured us exiting the bus and collecting luggage. 


Welcome to Metal Gear Solid 4 Bootcamp in Nasu. 


THE SUPER CAMPUS 


Walking into the top entrance of the Konami Super Cam- 
pus office building was simple, and surreal. Discarding 
shoes in favor of comfortable slippers we peered out at 
what looked like a pond of sorts...on the roof of the build- 
ing. Perched out in the middle of this rooftop pond was a 
small glass room housing a simple white table and chair. 
How did you get to it? Was that reserved for attendees 
that had been good...or bad? These questions were never 
answered, thus serving to further the mystery. 

Walking down the shining white staircase to a mez- 
zanine level of polished stone (maybe marble) added to 
the awe. Pristine white chairs lined a far wall. Was this a 
high-end movie set? Its style was straight out of the kind 
of New York hotel where if you have to ask how much, 
you can’t afford it. 

Descending further down the stairs we came to the 
play floor, where monitors and PS8s were set up for our 
gaming pleasure. But we had a briefing to attend before 
we could get to the serious job at hand. We filed into the 
circular, white-walled briefing room, a set straight out of a 
Bond movie. Monitors faced each of the 24 chairs around 
the table. Off to the side a small desk area concealed 
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what could only be the buttons that activated the trap door 
under each chair that dropped to the shark tank. Seriously, 
though the instrument panel may have been concealed 
from our view, it seemed a dead certainty that if we man- 
aged to sneak a peek we’d see a big red button, possibly 
opening the nuclear missile silo that could so easily be 
built into this mountainside. 

While this description might seem flippant, the archi- 
tectural design of the office complex and its site conjured 
images of Dr. Evil’s secret lair. From the outside, the thin 
line of glass windows peeked out from the hill in an ap- 


themselves the luckiest gamers alive. 


ORAM 


BOOTCAMP NOTICES: 
* Take off your shoes 
Original MGS4 towels 













“Wi-Fi area 
“Free time 
~Get Permission 
‘Hot Spring 
“Interview time 


before taking photos 
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parent nod to the environmental impact of a hi-tech office 
facility nestling in the foothills. Rocks form a line that can 
be visualized from the dip in the dual peak mountain in 
the background, through the center of the building, down 
the hill, and across the walkway to an overlook that casts 
an incredible view over the valley floor. Feng shui? Just 
plain cool? Whatever the inspiration, the impact is simply 
incredible, and unlike any office space we've ever seen. 

That’s not to mention the hotel itself. Though not staffed 
in the way you’d expect from a high end city establish- 
ment, the rooms were spacious and comfortable, the food 
exquisite (despite not knowing what we were eating since 
all the descriptors in front of the buffet trays were in Japa- 
nese), and the bar open and fully stocked! But the star of 
the show was the hot spring: a mineral-rich, mud brown 
pool that those who experienced it swore up and down 
provided rejuvenating relief. The hotel was essentially built 
on top of this spring. Guess that’s what you can do when 
games like Dance Dance Revolution become massive 
smash hits, and the chain of Konami health clubs contin- 
ues to dominate the domestic fitness market. 

While the Metal Gear Solid development team toiled 
through its final fixes, bug tests, and tweaks in the Tokyo 
Office, those fortunate enough to spend time playing the 
game in this phenomenal facility collectively considered 
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erform a Google search or scour the pages of 
Wikipedia, and you'll be hard pressed to find 





a much concrete information about Konami’s Chair- 
man and CEO, Kagemasa Kozuki. SEC filings and de- 
tails of apparent charitable foundations form the bulk of 
the limited information. | wonder if that’s because all the 
available background material is on display in his very 
own museum. Now let’s be clear up front about this. The 
building—really, it could have been a modern church—on 
the Konami Super Campus in Nasu has a sign outside that 
reads “Spirit of Kozuki.” Peering through the glass front 
door only returns your own reflection, cast back by the 
mirrored interior doors. Beyond that? Whoever knows isn’t 
telling. Maybe that’s for fear of discovering if the daunt- 
ing circular briefing room inside the Nasu Office complex 
actually does sit on top of a man-eating shark pool (see 
boxout on Konami Super Campus). Maybe just acknowl- 
edging the presence of this building is enough to earn a 
summons, a stare down, and a drop in the pool at the flick 
of a switch. 

Maybe it will cost me a return trip. Maybe it will cost 
me more (| consider, ominously). But it’s frankly fascinat- 
ing that housed in the serene setting of the Konami Super 
Campus is a museum dedicated to the life of Konami’s 
uber-boss, Kagemasa Kozuki. 

For the curious, what'’s in there? Bill Gates doesn’t have 
his own museum (though he’s a prominent benefactor to, 
and star of, several throughout the U.S.). Warren Buffet 
doesn’t have a museum dedicated to his philanthropy— 
though it would be hard to argue his or Gates’ deserving 
of such honor and recognition for their services to helping 
others. And nobody seems to be talking. 

As you can tell from the pictures, this isn’t a small build- 
ing. Its architecture conjures a spiritual style that would 
almost do justice as a mausoleum (maybe that’s the mor- 
bid conclusion). But for right now, it’s an austere, secret, 
secluded retreat that we believe to tell the tale of Kozuki’s 
rise to founding Konami, and his adventures from then. 
Of course, we could all be comically off-base, and when 
Kozuki-san is shown this story, he laughs, slaps his no- 
doubt sprawling desk...and then plots my demise. 
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eryl Silverburgh could teach Snake 

a few tricks about busting out of 

the brig. In MGS1 she pummels her 
jailer, steals his uniform and weapons, then 
leaves him down for the count. Yet she’s still 
green when freed. Snake might need the help 
of an invisible nerd and a robotic ninja to get 
out of jail, but he shows Meryl just how far she 
has to go. 

But this isn’t about her. It’s about the man 
who got beat up by a girl, who justifies “IBS” 
as an officer rank. It’s about the man whose 
speedy response in an emergency shows us 
all what it means to have guts. This is about 
Johnny Sasaki, the greatest worst soldier who 
ever lived. 

Meryl added infection to injury when she left 
Johnny on the floor with his royals exposed, 
as he’s caught a violent cold by the time he re- 
turns to uniform, patrolling Snake’s cell. Snake 
should probably have thanked her for that, 
since the crippling bowel movements brought 
by the cold give Snake more than enough time 
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Johnny sasaki, the mercenary 
we've come to love... from upwind. 


make an escape plan, and Johnny is the key 
to Snake’s escape. Few other guards would 
have been tricked by hiding under the bed or 
by ketchup masquerading as a wound. [CAU- 
TION: Johnny’s what you’d call a “lax guard.”] 
The bumbler survives his encounter with 
Solid Snake as well as the Genome Army’s 
ruin. He takes up the ronin’s life—a soul ever 
looking for the restroom—and ultimately joins 
Olga Gurlukovich’s band by the time of MGS2. 
Maybe he specifically requests guard duty, be- 
cause Raiden overhears Johnny’s monologue 
on the throne in the Big Shell’s hostage room. 
Johnny is a more humble Sasaki in MGS2, 
perhaps out of survivor’s guilt, since far better 
soldiers have died in combat with Solid Snake. 
Raiden finds Johnny once more on the Big 
Shell, this time while laying cover fire as Emma 
Emmerich crosses the oil fence. Johnny cap- 
tures Emma out of Raiden’s firing range, but 
he’s apparently learned not to press his luck 
with prisoners. He tells Emma the cause-effect 
relationship between good-looking women, 





war, and diarrhea, and then warns her that the 
Big Shell will blow sky high. 

Like clockwork, duty calls Johnny away. 
Emma asks the masked man’s name, and he 
replies, “Don’t have one!” But a throb in his gut 
forces him to admit that he’s Johnny Sasaki—a 
man privy to confidential secrets that he'll 
inevitably leak. 


Johnny might lack Solid Snake’s cool with 


the ladies, but the two do share common 
ground. They both know the rush and surge of 
conflict (in a sense), and their genes lead both 
of them into the soldiering life. MGS3 revealed 
that Big Boss’s jailer at Groznyj Grad was none 
other than Johnny's father, also named Johnny. 

The Sasaki blood clearly yearns for the 
open road. Elder Johnny was an American 
somehow enlisted among the Soviet GRU 
militia in East Russia. No matter how many 
miles he’d rambled, though, Elder Johnny 
always remembered where he’d come from. 
He shares a softer side of the Sasaki clan with 
Big Boss when he shows off a photograph 


from back home showing his wife and young 
son—the present day Johnny. The code to 
unlock Snake’s cell, of course, is written on 
the picture’s other side. [CAUTION: MGS3’s 
Johnny writes the code to unlock Naked 
Snake’s cell on the back of a photograph of 
MGS1’s Johnny as a child. Even before he 
enlisted, our present day’s Sasaki was helping 
POWs escape by turning his back.] 

Elder Johnny then showed the softest side 
of the Sasakis as he proved just as expul- 
sive as his son would become. Sadly, MGS3 
doesn’t end in a Time Paradox if Big Boss kills 
Elder Johnny during his escape. This suggests 
that Elder Johnny had carried his share of 
history’s load by fathering the man who helped 
save the world by failing at just the right time. 

MPO takes the Johnny tradition in a dif- 
ferent direction when it introduces Jonathan, 
the first soldier who Big Boss abducts on San 
Hieronymo Island. His field skills are as green 
as they come, but, as his more formal name 
suggests, Jonathan plays less to the running 
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gag. Most MPO players become attached to him 
more than any other recruit, and MPO capitalizes 
on that affection when Jonathan dies in the frat- 
ricidal riot following GENE’s hypnosis. Jonathan 
becomes the first MGS “Johnny” who doesn’t 
brown himself and dies a tragic death. 

It seems that MGS4 combines Jonathan’s 
heroics with the Sasakis’ legendary move- 
ment. The same Johnny from MGS1 and MGS2 
returns as Johnny “Akiba” Sasaki. Trailers show 
that Akiba still does what the Sasakis do best: 
stealth squatting. But Johnny’s fortunes have 
changed, if only a little. By MGS4, Johnny has 
joined FOXHOUND under the command of the 
woman who made him into the man he is today: 
Meryl Silverburgh. 


Though he’s still a bumbler, he’s apparently 
the only soldier unaffected by whatever Liquid- 
Ocelot uses against FOXHOUND and the PMCs. 
Can the Patriots’ nanomachine control be 
beaten with little more than slick diarrhea? 

Whatever Sasaki will become, it’s clear 
that MGS4 offers the most likeable of the gag 
characters. From MGS1 to MGS4, we’ve seen 
him grow from a hard knuckled loser, to a sheep 
in wolf's clothing, to a relatable human being, 
to a war hero, and finally to the only man free 
from Liquid Ocelot’s grasp on the battlefield. The 
credits song from MGS1 is right: the best js yet 
to come. 

And there probably won’t be any toilet paper 
handy when it does. JAMES CLINTON HOWELL 
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ON MGS3: SUBSISTENCE 


Why did you decide to add a new camera view to 
Subsistence? Was this originally planned for MGS3, 
or is this in reaction to player feedback? 

There were two concerns that we had when settling on 
the camera system. One was to retain the “MGS feel” 
and the other was to prevent motion sickness from all the 
movement that happens in a 3D world. Since I’m really 
susceptible to getting motion sickness with a 3D view, 

| wanted to have a camera that wouldn’t cause that. As 

a game designer, it’s hard to make adjustments to the 
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‘A History of interviews with Mr. Kojima 


game if | have to battle with motion sickness. 

With that said, times do change, and with that, player 
preferences and opinions cannot be ignored. During the 
development of MGS3, it had already been decided that 
this old camera system would be the last implementa- 
tion in the MGS series, which is fitting since MGS3 is the 
completion of the trilogy. 

In the new MGS, we were thinking of using a “3D 
butt camera.” At about the same time, when MGS3 was 
released, we got a lot of consumer feedback saying, 
“MGS$3 is great, but | hate the camera.” 

















this time around, the players 

can put themselves in the shoes 
of an enemy soldier and finally 

understand what it feels 








like to be the enemy. 


After the release of MGS3, we knew that a new 3D 
camera would need to be used for MGS4 or MGO. 
We knew that it also needed to be a camera where 
the impact on people who are susceptible to motion 
sickness, like myself, would be minimal. 

With much trial and error, we created a camera system 
for MGO and MGS4 that lessened the impact of motion 
sickness, while still being easy to use. This camera 
system was implemented in MGS3: Subsistence so that 
we could get player feedback. Please check it out. 


In as much detail as possible, can you please explain 
how the different online modes will work? 

(The translation of the question to Japanese asks for 
differences between online play to normal play, rather 
than asking for the different game modes with online play) 
The biggest difference is the online experience itself. 
When playing MGS3, there is a preset story and the 
experience is entirely geared toward the player becoming 


“Snake.” With that in mind, all the events you experience 
and the feelings you develop toward the characters suck 
you in, leading to a fun game play adventure. 

With an online experience, it isn’t about computer Al 
routines, but about other real people. Your enemies, as 
well as your comrades, are other players. Similar to other 
online games, MGO is fun because there’s no end. It’s 
definitely addictive. You'll find that the “sneaking” rules 
that are quintessential to the MGS experience will bring a 
new dimension to the online gaming experience. 

In the main game, the player was Snake and applied 
the “sneaking” rules to get around; but this time around, 
the players can put themselves in the shoes of an enemy 
soldier and finally understand what it feels like to be 
the enemy. For example, in the “magazine,” the player 
will be the one caught by this trick. If the magazine falls 
into line-of-sight, the player will be forced to view it. The 
player will experience the defending side, rather than just 
the intrusion. 
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Are any updates being made to Metal Gear 1 or 2 
(from MSX), such as new English translations, or 
updated character sprites and portraits? 

These games are based on the versions that were 
ported over to mobile phones last year. There were some 
graphic brush-ups, though the atmosphere of the games 
has not been changed from the originals. Last year’s 
versions were created for mobile phones and some minor 
adjustments were made for that format. This time, it’s for 
the PlayStation 2, so additional adjustments have to be 
made as well. There were no voiceovers before, and that 
won’t change, but the text will certainly be in English. 


Will Subsistence include the "secret" MGS3 movies 
from your website? Please say yes! 
YES! 


ON METAL GEAR ACID 2 

The new visual style looks cool — what was the rea- 
son behind the change? 

ACID and SOLID are two different things — with the PSP 





being a fashion tool, ACID is a stylish, pop culture “Metal 


Gear.” To use an analogy, “SOLID” is like a basketball 
game while “ACID” is like street basketball—it’s extreme. 
However, the previous version ended up keeping the dark, 
hard image that Metal Gear is known for. 

With the production of the sequel, we have more time 
and knowledge that we can use to establish the “street 
style” MG that we originally wanted. At the same time, 
we can enhance the small characters and effects we 
were unhappy about the last time around, and emphasize 
ease of viewing. 

We think that we can create the “ACID” that we had 
originally envisioned. 


Will the multiplayer mode change, and might we be 

able to play online? 

We’re planning to completely overhaul the multiplayer 

mode. This is what really defines the PSP, so we’re going 

to take our time to carefully plan things out for this mode. 
We are not thinking about online play at this time. 
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ll aspects of the game 


Will MGA2 connect somehow with MGS3:S? 
Under consideration. 


Overall, what are your main goals for this sequel? 
“Metal Gear Acid 2” isn’t ACID 2, but “ACID squared.” It 
will be much more dramatic. 

All aspects of the game will be vastly upgraded and 
polished—that includes the shooting, interface, drama, 
and rules. We will continue to strive toward innovation. 

As a result, Acid will have a much more dramatic flair and 
even more addictive game play. 

To compel people who haven’t tried the game yet, while 
delivering a highly strategic game to those who are already 
hooked on ACID, while delivering a fresh, compelling 
game play experience—that is our goal for MGA2! 


ON MGS 4 

We know almost nothing about MGS4—can you give 
us any further details, or even hints? Small hints? Tiny 
hints? 

MGS and MGS2 were about intrusion into manmade 
areas, while MGS3 was about intrusion into nature 
(survival). MGS4 will be about intrusion into a completely 


will be vastly upgraded 
and polished..; 





new situation. 
The story itself, since the people demanded it, will be 
to tell what happens after the events in MGS2. 


In the descriptions of the game thus far, words like 
"change" and "creativity" are often used to describe 
MGS4 and Kojima Productions. Should we expect 

a radically different type of Metal Gear game with 
MGS4? 

The theme of “stealth” itself will continue to be present in 
the game, but the new MGS series will certainly go in a 
different direction than the previous MGS trilogy. 


You've mentioned that the theme of the game is "no 
place to hide." Can you say anything more on this 
subject? 

It will be about intrusion into a place where typically there 
is “no place to hide.” However, that doesn’t mean that 
there is no “hiding.” It may just mean that a different way 
to hide may, perhaps, be needed... 

Will the entire game take place on Earth? 

It isn’t going to be in space or another planet. MGS isn’t 
sci-fi, so you don’t have to worry about that. 


The Complete Guide to Metal Gear Solid 





"0 
ee mmnnemennnett 


The Complete Guide to Metal Gear Solid 














~=-NOw we want to put 
as much effort into what cannot 
be seen as well 


Can you confirm that the character illustrations we've 
seen include Meryl, Naomi Hunter, Big Boss and 
Olga's baby? 

Nice question! We'll leave that to your imagination for 
now. 


Snake looks so old! Is he nearing the end of his 
adventuring days? 

Nice question! We'll leave that to your imagination for 
now. [Ed Note: Of course, so many answers to these 
questions have been revealed by now, but to put in 
context how the developers kept so many parts under 
wraps early in development, we've retained all the original 
commentary.] 


Can you talk about your broad vision for how the ex- 
tra power of next gen consoles can add to the Metal 
Gear experience? 

Graphics, sound and production costs will all increase 
dramatically, of course. Up to now, we’ve really focused 

























our attention on what could be seen, but now we want to 
put as much effort into what cannot be seen as well. 


ON KOJIMA PRODUCTIONS 

What are your personal goals for Kojima Productions 
as you enter the next generation of consoles? 

Rather than talk about the next generation of consoles, 
we want to return to a time when great (high quality/ 
innovative/technically advanced) games did really well. 


Beyond MGS3: Subsistence, will your new division 
make any more games for PS2? 
Probably not. 


Will your new role still allow you to direct another 
game in the future? 

Yes. If I’m not allowed to do that, I'll quit the company. I'll 
continue to make games in the trenches until | die. | have 
never thought about retiring. 
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he road has been long, the stories epic. The game 
releases, bouncing around the Metal Gear universe’s 
chronology, have wowed and entertained, shocked 


© and thrilled, and also, on occasion, confused. If you're deter- 


| mined to understand the differences between Metal Gear’s 
two sequels, Snake’s Revenge and Solid Snake, or the spe- 

- cific additions in The Twin Snakes, the answers can be found 

© here. We’re taking you on a whirlwind tour of Metal Gear’s 
development history spanning every game before arriving at 
our final destination—the long-awaited Metal Gear Solid 4. 


ih. 


RELEASED: 7/12/1987 (JP) 

CHRONOLOGICAL ENTRY: 3 of 7 

Amid an endless supply of mindless beat-‘em-ups and space 
shooters, Metal Gear for the MSX2 home computer injected 
action games with a much-needed shot of stealth. Mainstays 
such as hiding beneath a cardboard box, communicating with 
allies via codec, and guards indicating their alert status with 
exclamation marks above their heads made their debut in 
Metal Gear. 

In June 1988, a heavily modified version of Metal Gear 
infiltrated the Nintendo Entertainment System. Chief among 
the alterations was your new objective: destroy the super- 
computer controlling Metal Gear, not the weapon itself. Much 
of the game’s geography was scrambled, resulting in some 
misplaced transceiver conversations that had being linked to 
areas, not situations. Calling Snake’s weapons specialist often 
resulted in the informant discussing an item from the MSX 
version that had been located in the player’s current location, 





rather than the item in the NES version. For example, Snake 
might be told that a mine detector could be found near his 
position, when there was actually a gas detector instead. 

Despite such region-based differences, Metal Gear was 
both a commercial and critical success, selling over one mil- 
lion copies in North America alone. Unfortunately, everyone 
outside of Japan had to wait 10 years to team with the real 
Solid Snake again. 
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I’M GETTING SLEE 


. FEEL ASLEEP 


METAL GEAR 2: SOLID SNAKE 
RELEASED: 7/19/1990 (JP) 

CHRONOLOGICAL ENTRY: 4 of 7 

Metal Gear 2 incorporated many gameplay and storytell- 
ing features that would be featured in almost every Metal 
Gear that followed. To amp up suspense, enemies were 
given a 45-degree line-of-sight cone that, along with 
their position, was displayed on a new on-screen radar. 
Soldiers also reacted to noises such as firing weapons 
without silencers, and could patrol multiple screens, 
forcing Snake to hide during a three-tiered hierarchy of 
alarms. 

Not to be outdone by the improved game systems, 
Snake could now crouch and crawl, which allowed him 
to enter air ducts and hide under vehicles. New weap- 
ons including guidable missiles, plastic explosives and 
grenades came in handy—if you could find them. 

Unlike other gun-toting, neck-snapping action games, 
Metal Gear 2’s plot was complex for its time: NPCs 
discussed battlefield ethics, crude-but-suspenseful 
cutscenes advanced the story, and characters pre- 
sumed dead returned to haunt Snake. 

Westerners didn’t get the chance to play Metal Gear 2 
until an enhanced version of the game was included with 
a special edition of Metal Gear Solid 3: Subsistence in 
2006. Subsistence’s Metal Gear 2 featured re-imagined 





“Tactical Espionage Action genre, | am your father.” 















character designs, new modes, and new items such as 
thermal goggles. 

Boasting nerve-wracking action and a plotline riddled 
with twists, Metal Gear 2 is rightfully credited with birth- 
ing the Tactical Espionage Action genre. With the gam- 
ing world clamoring for more, Kojima opted to do same 
thing he did at the end of Metal Gear: he put Snake in 
retirement, this time for eight long years. 







TWIN SNAKES? 


Metal Gear actually had two sequels, 
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the official on. While riding a train 






to Tokyo, Kojima fortuitously bumped 






into a Konami design team member 






working on Snake’s Revenge, an 






unofficial sequel to Metal Gear. The 






designer recommended creating an 






Official sequel, which prompted Kojima 
to develop Metal Gear 2: Snake’s 






LIFE 
Revenge. Because he played and RANK + 





enjoyed Snake's Revenge, Kojima used Snake's unofficial return was popular in the western 


; 5 market. 
it as inspiration for his game. 


Other non-canon titles, such as the PSP system's Metal Gear Ac!d series, which com- 


bines trading cards with stealth, serve to entertain fans between official Snake adventures. 
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It’s a hard job, but somebody has to do it. 


METAL GEAR SOLID 

RELEASED: 9/3/1998 (JP) 

CHRONOLOGICAL ENTRY: 5 of 7 

Though Square Enix’s Final Fantasy titles enjoyed suc- 
cess before Final Fantasy VII, it’s arguable that Cloud’s 
adventure was the entry responsible for catapulting the 
series into mainstream gaming. The same could be said 
for Metal Gear Solid, whose three-dimensional quest 
captivated legions of gamers interested in a thinking 
man’s game. 

Determined to improve on the Tactical Espionage 
Action formula, Hideo Kojima strived to make Solid “the 
best PlayStation game ever” by hiring S.W.A.T. teams to 
teach his crew the idiosyncrasies of using real weapons 
and explosives, thus adding tension and realism that 
could only be accomplished in 3D. 

Metal Gear Solid’s position as a direct sequel to the 
limited-release Metal Gear 2 caused some confusion 
in Western countries. References to locations and 
characters such as Zanzibar Land and Gray Fox puzzled 
new players, but Kojima’s script did a fine job filling in 
most plot-related blanks. As with Metal Gear 2, Kojima 
fashioned a story revolving around battlefield ethics, 
government conspiracies, and character growth. By 
rendering detailed, movie-like cutscenes, Kojima felt that 
Metal Gear Solid offered a “truly cinematic experience.” 

Despite relying primarily on stealth, Metal Gear Solid 
featured a number of scripted events that required 
Snake to stand and fight rather than run and hide. 
Contrary to interrupting the game’s pace, the action se- 
quences served as pleasant intermissions from sweaty- 


One thousand-one, one thousand-two, one thousand-three...surprise! 


palmed sneaking, as well as a clever story progression 
technique. One such instance pits Snake and Meryl, a 
young woman determined to be a solider, against a pack 
of soldiers that have stormed their position. When Meryl 
hesitates to open fire, Snake flies into a rage. After the 
skirmish ends, he lectures that action, not thought nor 
compassion, is all that counts on the battlefield. As the 
game continues, Meryl treats similar encounters with an 
increasing level of sobriety. 

In 1999, Konami released Metal Gear Solid: VR 
Missions, a pseudo-expansion pack featuring more mis- 
sions, new costumes, and unconventional challenges 
such as battling giant enemies and taking pictures of the 
game’s female cast. VR Missions provided you with only 
a temporary fix of Snake, whose popularity had risen 
exponentially since Metal Gear Solid’s release. Given the 
reputation of Kojima’s leading man, many were shocked 
at what Kojima had in store for him next. 


TACTICAL ESPIONAGE REMAKE 
In 2004, Nintendo, Konami, and Silicon Knights 
banded together to release Metal Gear Solid: The 
Twin Snakes, a GameCube-hosted remake of Metal 
ey-y-Taesvo)i(e MAU ale enlew o)(e)ar-lare MenY-1r-l|Mel-lual-m) (els °) 


remained the same, Twin Snakes imported many of 
Sons of Liberty’s gameplay features such as being 
Fle) (cm ComilceM[amilecier elciecvels Pilar (n(e mm ice lanmecllicMme)e)[-1e1 6) 
such as lockers, and a re-imagined musical score. 
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Don't let this picture confuse you! Raiden may use a sword, but he’s still a dork. 





METAL GEAR SOLID 2: 

SONS OF LIBERTY 

RELEASED: 11/14/2001 (US) 

CHRONOLOGICAL ENTRY: 6 of 7 

Metal Gear Solid 2: Sons of Liberty was nothing short 
of a [massive?] success. Critics praised it, fans loved 
it, over five million copies were sold worldwide, and it 
still stands as a model for video game interactivity. Yet 
regardless of its many accolades, Solid 2 made a few 
odd moves that will likely prevent it from ever being 
considered the best in the series. 

Again building on trends established in Metal Gear 2 
and Metal Gear Solid, Kojima added even more realism 
and intensity to the Metal Gear experience. If stuck 
outside in the rain too long during Snake’s portion of 
the game, you might sneeze, alerting nearby enemies 
to your location. Weapons could be fired in first-person, 
and the entire game could be finished without killing 
a single enemy if you used stun weapons. Not to be 
out-classed, enemies carried riot shields, wore body 
armor, worked in squads, and tracked footprints to their 
destination. 


After achieving iconic videogame status in Metal Gear 


Solid, Solid Snake was surprisingly relegated to the 
back burner after approximately one-fourth of Sons of 
Liberty had been completed. You were then given con- 
trol of Raiden, an amateur special ops agent who spent 
more time arguing with his girlfriend than perfecting his 
sneaking skills. Though Raiden was just as functional as 
Snake, gamers introduced to the series through Metal 
Gear Solid were disappointed at getting to spend so 


LIQUID’S ARM?! 


little time controlling the veteran soldier. 

Sons of Liberty featured as much deception, intrigue, 
and suspense as its predecessors, but critics and fans 
criticized Kojima for taking his cinematic experience 
a bit too far. Cutscenes five minutes or more in length 
occurred too frequently, converting Tactical Espio- 
nage Action into Tactical Espionage Waiting. The story 
quickly became bogged down with so many confusing 
plot twists that many gamers lost interest in the tale 
completely. Several influential websites and publications 
Stated that their final score might have been higher if not 
for the overly complex narrative. 

Taking the criticism to heart, Kojima and his team set 
to work on creating the next Metal Gear masterpiece, 
promising a better storyline, even more gameplay addi- 
tions, and... snake eating? 





SUBSISTING SUBSTANCE 

Inspired by the success of Metal Gear Solid: VR 
Missions, Konami released Metal Gear Solid 2: 
Substance and Metal Gear Solid 3: Subsistence, 
(-r-(o] ae) mW alleaie-\o(o|-Yo ll nalel¢- Were laitcial meen iat=\/a respec- 
tive core games. Substance added hundreds of 
new VR missions, a skateboarding mode, and 
Snake Tales (five new Snake-oriented missions). 
Subsistence added a true 3D camera system, 
online multiplayer modes, and a special edition that 
came with enhanced versions of Metal Gear and 
Metal Gear 2. 
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Using camouflage was Snake’s best bet at staying hidden 
in the wilderness. 


METAL GEAR SOLID 3: 
SNAKE EATER 
RELEASED: 11/17/2004 (US) 
CHRONOLOGICAL ENTRY: 1 of 7 
Picture this: you’re a terrorist charged with patrolling near 
a swamp in the middle of a jungle. Poisonous snakes 
slither and hiss through the dry grass around your feet. 
You pause near the murky water’s edge, eager to catch 
your breath in the sweltering heat when an alligator head 
pops up in the water beside you. You jump, startled, but 
pay the creature no heed -- until the water explodes, the 
head rising to reveal a man swathed in brown camou- 
flage who leaps forward, seizes your head, and twists. 
Blackness. 

Welcome to Metal Gear Solid 3: Snake Eater, the first 
entry in Metal Gear's official canon and an adventure 
mercifully devoid of whiny agents with girl troubles. Set 
during the Cold War, Snake Eater follows the exploits of 
Naked Snake, a.k.a. Big Boss, Solid Snake’s enemy in 
Metal Gear and Metal Gear 2. Though still crammed with 
complexity and long-winded cinematics, most critics and 
fans agreed that the storyline—which detailed Snake’s 
unorthodox relationship with his mentor—The Boss, was 
reminiscent of Metal Gear Solid’s quality narrative. 

Stealth and survival were emphasized more than ever 
before in Snake Eater. Rather than a sneaking suit, Snake 
used camouflage to blend in with rocks, dirt, trees, and 
even fire. A camouflage index replaced the on-screen 
radar. Depending on his environment, wearing appropri- 
ate camo and face paint, coupled with crouching and 
crawling, increased Snake’s index, thereby hiding him 
more efficiently. 

Moving with the directional pad caused Snake to stalk, 
which was the only guaranteed way to avoid cracking 
twigs and crunching pebbles. Close-quarters combat 


(CQC) allowed Snake to throw his enemies to the ground, 
interrogate them, or snap their necks after successfully 
creeping up on them. 

Instead of stealing rations from enemies, Snake had 
to hunt and kill his own food to maintain his new stamina 
meter. Some creatures were exceptionally tasty, while 
others caused Snake illness. Gobbling food no longer 
cured injuries; each wound had to be specially treated. 

If Snake received a gunshot wound, the bullet had to be 
removed with the knife, disinfected, bound with styptic, 


and then bandaged. 

Snake Eater’s realistic tactical action and fascinating 
narrative seemed to re-invigorate the series, but fans still 
thirsted for Solid Snake’s return. Before that could hap- 
pen, however, Kojima had another Big Boss tale to tell. 



















HAPPY EASTER, SNAKE 

Metal Gear games are always full of secret 
“Easter eggs.” In Metal Gear Solid 2, Otacon had 
several interesting remarks about any pictures of 
female posters taken by Snake. If Raiden gave 
Pliskin a razor, the disguised Solid Snake ap- 
peared clean-shaven later on. Z.0.E., printed on 
Tale Welle (= Merst= Ker-lco| olel- Ice ole) @laM\(<1-lei-1-lmere) (6) 
2, is a reference to Kojima’s Zone of the Enders. 
Tam i(cicclmelctclarere) Co mormtalceniiale m= W-lal-l<cuialce) 
Sokolov’s room will cause him to cry out in alarm, 
and if the player saves while battling The End and 
reloads one week later, the old and decrepit boss 
NVillmateWi=mel(=10 B 
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Taking hostages was just 
one benefit of CQC. 
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METAL GEAR SOLID 

PORTABLE OPS 

RELEASED: 12/5/2006 (US) 

CHRONOLOGICAL ENTRY: 2 of 7 

Overjoyed that a handheld gaming system powerful 
enough to realize his creative vision finally existed, Hideo 
Kojima gave his development team, Kojima Productions, 
a special mission: create Metal Gear Solid: Portable 
Ops, the first handheld entry in the series—without direct 
involvement from Kojima himself. In a Metal Gear Solid 
2-esque twist of events, Kojima handed over the game’s 
direction to director Masahiro Yamamoto and producer 
Noriaki Okamura. 








A sequel to Snake Eater, Portable Ops again put you 
in control of Big Boss as he waged battle with Gene, a 












“Snake, are you making eye contact with me? Snake? Snake!” 








































You expect me to believe that this man became a terrorist? 


FOXHOUND operative who became the organization’s 
leading man after Big Boss’s first adventure. Following 
yet another trend established in the original Metal Gear, 
Gene decided that being evil was much more interesting 
than playing for the good guys and established his own 
military nation. Snake, of course, was charged with taking 
it down, but for the first time, he had direct help. 
Disregarding one-man sneaking missions, Portable 
Ops implemented squad-based gameplay, a first for the 
series. Before each mission, you assembled a squad 
of four members. In order to allow for many unique 
combinations, Snake himself didn’t always have to be 
part of the team. Each squad member had strengths and 
weaknesses that came in handy during certain missions. 
Because each character was unique, the player had to 
take care that they weren’t killed in battle; once slain, only 
characters pivotal to the story could be revived. 

Constructing a squad wasn’t as simple as grabbing 
a few men and heading out into the wild. Snake had to 
recruit allies, and some were initially unwilling to join his 
cause. Enemies could be knocked unconscious and 
carried to the team’s truck; after a certain period of time, 
they regained consciousness and became cooperative. 
To save stamina, you could drag incapacitated foes to 
allies hiding in cardboard boxes, who transported them 
to the truck. Aside from in-game methods, the PSP’s 
Wi-Fi capabilities allowed you to acquire characters from 
defeated opponents in multiplayer games. 

Overcoming the uncertainty of new leadership, Por- 
table Ops was a success, with a standalone expansion, 
Portable Ops Plus, released in 2007. But the question 
remained: where was Solid Snake? 
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METAL GEAR SOLID 4: 

GUNS OF THE PATRIOTS 

RELEASE DATE: 6/12/2008 (US) 

CHRONOLOGICAL ENTRY: 7 of 7 

After a long wait a haggard Solid Snake, worn and 
abused by the FOXDIE virus pulsing through his veins, 
returns to the battlefield. 

Once again helmed by series creator Hideo Kojima, 
MGS4 aims to improve its predecessors’ nearly flawless 
stealth pedigree. Using a revamped CQC system, Snake 
can interrogate his enemies, shake them down for items, 
and brutalize them in a number of creative ways. Due 
to the disease ravaging his body, Snake has partnered 
himself with a robotic drone capable of shocking enemies 
and gathering intelligence. Instead of lugging around doz- 
ens of different outfits, Snake now wears the Octocamo, 
a specialized suit that, when active, blends in with any 

















surroundings. 

Given Metal Gear’s heavy reliance on Sony’s Du- 
alShock controllers, many fans were apprehensive of 
pairing MGS4 with the Sixaxis controller’s lack of force 
feedback. Fortunately, Kojima agreed. Upon Sony’s 
announcement of the DualShock 3, the famed designer 
revamped Guns of the Patriots to make use of the new 
controller, which will be available Stateside on April 15, 
slightly less than two months prior to the game’s release. 

In terms of storytelling, MGS4 will aim to appease 
both hardcore fans and casual players not interested in 
a never-ending stream of cinematics. Cutscenes shown 


Oh look, 
Raiden’s back. 
That’s... great. 


“Miss me?” 


throughout the game will tie together 
Metal Gear Solid, Sons of Liberty, 
and Snake Eater, but if you don’t 
wish to view the movies you can 
simply press a button to continue 
sneaking and shooting. 

In less than three months, gamers 
around the world will finally know the 
fate of Solid Snake, but what of the 
Metal Gear universe itself? Will Gun 
of the Patriots mark the end of the 
series? Will Solid Snake overco 
FOXDIE? What has Mery! bee! 
to? And perhaps most impo 
all, will Raiden be semi-tolerak 
June 12, 2008, all will be r 


fo7NV (OR O7-\\))| = 0)~) 
Following in Mario's footsteps. Solid Snake 
Erato msolant-Welmalcwerelacelamate\i-m-le)e\-1< (K-10) 

in many games besides their own. Most 
recently, Snake invaded Super Smash Bros. 
Brawl. Additional Snake cameos include 
Ape Escape 3, DreamMix TV World Fighters, 
PoliceNauts, and Konami’s Evolution Skate- 
boarding, in which both Snake and Raiden 
were selectable characters. Allusions to 
Snake and many other Metal Gear charac- 
ters are usually found within most of Hideo 
Kojima’s projects, as he enjoys referencing 
his previous works 
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“C’mere you goofy-looking elf.” 
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Series spin-offs usually appear when the core franchise’s popularity 
has dwindled. In MGS terms, spin-offs are the children that carry 
forward the parent’s legacy. The secondary stories of the Metal 
Gear franchise are more like cousins than children, though. They 
suggest the desire to experiment with elements of the canon’s | 
fictional world without making the core more complicated than it 
already is. So what can you find out about the world in three of | 
Metal Gear’s cousins? 


Alternate Worlds of | 
Metal Gear Solid : 











Shortly after Metal Gear Solid landed on store shelves in 1998, a three-part 
radio drama hit the Japanese airwaves to complement the game’s release. 
Penned by none other than Metal Gear Solid’s own long-time military advi- 
sor Motosada Mori, and directed by Shuyo Murata, the drama explored a 
hypothetical series of events taking place after Snake’s infiltration of Shadow 
Moses Island. Each of the story’s three episodes center around one of Metal 
Gear Solid’s secondary characters; Meryl Silverburgh, Mei-Ling, and finally 
Roy Campbell (each episode divided into three, three, and six acts respec- 
tively). In this alternate timeline, the troubling events of Shadow Moses seem 
to have had no bearing on Snake’s (or his comrades’) relationship with the 
U.S. military, as all of them continue to act under official orders for the dura- 
tion of the plot. Despite this incongruence events unfold in traditional Metal 
Gear fashion, character-based melodrama and political intrigue abounds; 
only the titular doomsday machine itself is missing from the formula. 

One reason for the decision to keep the story grounded in a strictly military 
setting may come from the application of some of Mori's own personal expe- 
rience. With a strong military background himself, many of the faithful details 
that keep Metal Gear Solid believable are abundantly apparent in his work 
here. In fact, one highlight of experiencing the drama in its original format lies 
in the high production values that allow for a fine attention to detail in audio 
information. Providing more than half-hearted shuffles and scrapes here, 
the sound team pulled out all the stops in order to ensure audiences would 
experience as much immersion as possible. [ALERT: If only the game came 
with its own cardboard box, the experience would be complete.] Fortunately, 
all of the cast’s original voice actors return to reprise their roles, in addition to 
the soundtrack borrowed directly from Metal Gear Solid on the Playstation. 

Unfortunately, this two-disc set has yet to reach U.S. shores, so very few 
fans outside of Japan have experienced it in its intended form. Importing is 
out of the question, as proficiency in the Japanese language is absolutely 
required in order to appreciate or understand any of the content. Unless fan 
demand increases, this untold story may remain forever out of reach. So if 
you've ever wondered what Mei-Ling was like away from the Codec screen, 
or how exactly Snake and Meryl got along after riding off into the sunset 

together, spread the word—every voice counts! JEREL SMITH 

















The Complete Guide to Metal Gear Solid 





As the first true spin-off of the series, Ghost Babel for 
the Nintendo Game Boy Color had a lot to live up to. 
That pressure may have been magnified by the fact 
that the game was simply called Metal Gear Solid in 
North America. After the success of its namesake on 
the PlayStation, it would have to be sure to do its title 
justice. Review scores suggest that it ultimately deliv- 
ered on its promises for the handheld crowd. 

Ghost Babel takes place on an alternate timeline 
in which the events of Shadow Moses have not hap- 
pened. In essence it serves as a hypothetical alternate 
sequel to Metal Gear 2: Solid Snake. Using this ap- 
proach, the game is able to take advantage of familiar 
story concepts without encroaching on the credibil- 
ity of Metal Gear Solid’s key plot points. Similar to the 
events of Shadow Moses, Roy Campbell serves as 
commander with Mei Ling as head of mission log. As 
per usual, Snake must infiltrate a military installation 
and stop the activation of Metal Gear (arguably the 
most difficult iteration to date), conveniently guarded 
by a renegade special forces unit. Similarities between 
each game’s plot ends there, however. 

Snake’s mission brings him to the military fortress 
Galuade, the very same location that was formerly 
known as Outer Heaven. It was in Outer Heaven 
where Solid Snake faced and defeated his former 
commander, Big Boss, in the original Metal Gear. This 
location was not simply chosen for its familiarity, how- 
ever. Ghost Babel was 2D, so even though it borrowed 
from the story, aesthetics, and popularity of Metal 
Gear Solid on the PlayStation, its gameplay mechanics 
and overall design were modeled after the original two 
Metal Gear titles on the MSX. 

It’s this fusion of new and classic MG styles that 
made for a winning combination. For the uninitiated, 
Ghost Babel provided a comprehensive example of 
all the qualities that made the series successful. For 
the many whose first experience with the series was 
on the PlayStation, they got to find out just what they 
were missing all those years. For long-time fans of 
the series, they were able to revisit what it was that 
brought them there in the first place. Overall, Ghost 
Babel set the standard for all tertiary Metal Gear prod- 


ucts to come. 
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f Ghost Babel and the Radio Drama are fantasies set in a 

familiar world, then the Metal Gear ACID series is a fever 

dream. It throws a hero named Snake, Metal Gear themes, 
and the beloved sneaking mission into a pot and stirs until 
something emerges that’s not MGS—yet is still recognizably 
Metal Gear. 

Remixed conventions don’t faze most Metal Gear fans, 
but AC!D’s gameplay goes beyond reorganizing the formula’s 
furniture. Its combination of a board game, a card game, and 
linear level design turns ACID into Tactical Espionage Action 
after radioactive mutation. The whole design concept seems 
to have dropped out of thin air. 

Ten spare images on The Document of Metal Gear Solid 
2 suggest that the AC!D series began with an experiment 
conducted by Kojima’s studio during MGS2’s development. 
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The Document’ picture gallery shows the remains of 
an abandoned MGS2-themed card game played ona 
patterned board. Powerful cards make the user wait 
longer for his next turn while weaker cards hasten his 
turnover. Each card bears an MGS2 character, weapon, 
or environment, and bases its effects on that image. 
Weapon cards reference Snake’s and Dead Cell’s arma- 
ments, and Character cards grant effects drawn straight 
from MGS2’s plot. 

PSP owners should get the picture. Kojima’s studio 
appears to have designed the ACID series’ gameplay 
during MGS2’s development in 2001. 

So why wasn’t the card game released as part of 
MGS2’s marketing? Given the traditionally tight-lipped 
nature of Japanese game studios, we’ll probably never 
get an official explanation. A look at the cards them- 
selves, though, suggests that the game didn’t conform 
enough to the franchise’s identity to justify its Solid 
membership. 

We can get some general ideas about the game by 
looking at the Japanese text that explains the Container 
card’s effect. Translated, the description reads, “Freezes 
one of your opponent’s characters. That character can- 
not act until the end of your opponent's turn. Deals no 
damage.” Three important reasons why the game might 
not have met the Solid bar lie hidden here. 


As an adventure series, 
MGS limits your perspective to one controllable char- 
acter. This limitation immerses you in the environment 
and story. Sure, you swaps Snake for Raiden partway 
through MGS2, but you never control both at once. The 
card translation implies that players control multiple 
characters at once, much like PSP players control both 
Snake and Teliko in AC!D or Snake and Venus in AC!D?. 


MGS games narrate through the main 
character’s limited perspective, and a Metal Gear game 
without plot twists doesn’t deserve the name Solid. A 
backstory based on MGS2 might give the card game 
narrative context, but context alone doesn’t unfold a 
story. Progress in the card game likely weakens your 
opponent instead of advancing a plot. Narration needs 
an author—not a competitor. 


Mele }~) = 67:\\\(e) 


The gameboard features a central 
5-by-5 grid, with the row nearest each player designated 
as his HQ AREA. Two rectangles to the right mark the 
draw and discard decks, and the grid’s three central 
rows look like the play area. This is the layout of a strat- 
egy board game where each player observes the other’s 
moves and is watched in kind. MGS environments 
encourage you to hide vent shafts and lockers, and the 
board lacks the sense of physical space to make stealth 
relevant. 


While the card game can’t claim Solid lineage, it shares 
family traits with the ACID series. They both use the 
Cost system, and you can use certain cards to either 
move or act.. Beyond these rules, though, the card 
game previews the ACID series’ reference-heavy charm. 
A Character card’s effect draws upon the story of MGS2, 
much as an ACID card’s effect relates to its face. The 
Fortune card’s effect draws upon her grudge against 
Solid Snake, and the Railgun weapon gets a +1 damage 
boost if Fortune’s card is in play. Someone could easily 
learn the game rules without knowing MGS2, much as 
you don’t need to play Snatcher to know how to use 
Gillian Seed’s card in ACID, but knowing the references 
immerses you in AC!D’s gameplay much as roleplaying 


“Revivify’ 
User's LIFE: +600. 
does in Solid’s. 

If any of these connections ring true, then an experi- 
ment shelved in Kojima Productions today might be 
what we’ll play on handhelds and consoles four years 
from now. AC!D director Shinta Nojiri apparently made 
the card game work by transferring control of the sec- 
ond player, the board, and the deck to the PSP. Liberate 
the playing field from the claustrophobic 5-by-5 square, 
and you can interact with 3D environments and become 
immersed in the game’s world. 

These modifications led players to use the card 
game’s rules to experience characters, narration, and 
(most importantly) Tactical Espionage Action. You might 
say that the card game was a gene waiting to fit in the 


No close- 

combat whi 

trap exists 77 m 
sUser's LIFE Uaea2. 


right chromosome. Given Kojima’s oft-cited comparison 
between his studio and a cell, it should come as no 
surprise that genetic variations, though shelved, are not 
forgotten. James Clinton Howell 
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by David Craddock 











ver the course of seven main entries, Solid Snake has faced 

dozens of deadly foes, most of which brought about count- 

less “Game Over” screens until players learned each enemy’s 
attack patterns. Fortunately, Hideo Kojima’s strategy of naming Metal 
Gear’s villains after their primary abilities also made each battle memo- 





rable. Who could forget the hours spent fighting Psycho Mantis, who 
effortlessly dodged Snake’s attacks while reading off data stored on 
the player’s memory card? Or the mysterious “Ninja” character, whose 
cybernetic exoskeleton has concealed the true identity of both friend 
and foe. 

From the obscure to the prominent, each terrorist Snake has en- 
countered left a unique mark on the Metal Gear series, and on video 
games as a whole. Documented here is the complete Rogues Gallery— 
every villain, along with the features that made them so unique. 





NAME: Shoot Gunner 

FIRST APPEARANCE: Metal Gear 

PROFILE: Warden of Outer Heaven’s prison area, Shoot Gunner was 
the first boss players encountered in the first Metal Gear game. While 
his riot guns were daunting, defeating him was straightforward. 





c ee tohokk - NAME: Coward Duck 

FIRST APPEARANCE: Metal Gear 

PROFILE: Cunning, cowardly, and opportunistic, Coward Duck is many 
| things, but he’s not a quack. Rather than face Snake head-on, Duck 


preferred to grab one of several nearby hostages and use them as meat 





| Coward Duck had no qualms about using hostages as shields. 


shields while slinging a boomerang at his adversary. Players had to 
attack Duck only when a clear opening became available, or else risk 
mistakenly executing hostages. 
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NAME: Fire Trooper 

FIRST APPEARANCE: Metal Gear 

PROFILE: Upon encountering Snake deep within an under- 
ground prison, Fire Trooper set his flame thrower to work, 
dousing anything around him with snapping, crackling flames. 
His flame-retardant suit allowed Trooper to fling fire without 
worry that he might immolate himself. 


NAME: Arnold 

FIRST APPEARANCE: Metal Gear 

PROFILE: Just as the cover art for Metal Gear was modeled 
after a pose struck by actor Michael Biehn in The Terminator, 
Arnold was a set of twin “cyberoids” named after the main 
star of the same film. To defeat the double droids, Snake 
used an RPG provided by Jennifer, a fellow Outer Heaven 
Resistance member. 


NAME: Machinegun Kid 

FIRST APPEARANCE: Metal Gear 

PROFILE: Similar to Shoot Gunner, the Kid specialized in a 
specific type of weaponry. Care to guess what kind? Ma- 
chinegun Kid was charged with preventing Snake from pass- 
ing through certain corridors in Outer Heaven. As you might 
have guessed, he was unsuccessful in achieving that goal. 


NAME: Black Ninja 

FIRST APPEARANCE: Metal Gear 2 

PROFILE: Though he disguised himself as Black Ninja in 
Metal Gear 2, the villain’s alter ego, Schneider, had helped 
Solid Snake in the first Metal Gear. Black Ninja’s suit is 
equipped with state-of-the-art technology, but wasn’t enough 
to help him defeat Snake. 





# 
Top 5 Villains: 


The lead character in Metal Gear Solid 3: 
Snake Eater and Metal Gear Solid: Portable 
Ops, the agent formerly known as Naked 
Snake eventually betrayed his country and 
established Outer Heaven, a military state he 
Ino) efTo Mi coMelx-MaMaltcwe 0(-1-1 mcolmnvels(e Mele] til lar= ts 
itfela Ma at-Wo)e) ole) acbialiavmceMelelalice] M=j(eM slo. Mia) 
FSYo}|fo McHe-la lel mxe)at=le)(-@) el-Mer- Wome) NV -1e-M ttle lal 
into Solid Snake’s father’s motivations, mak- 
Taye malin me)ar-Wey aa tam ante) ¢-mexel tt) e)(-> m@eiil-Ufslel (oles) 
in Metal Gear’s large cast — and that’s saying 
something. 
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NAME: Running Man 
FIRST APPEARANCE: Metal Gear 2 

PROFILE: As his name implies, Running Man’s greatest 
strength was his speed. Dueling against Snake in a gas-filled 
chamber, Running Man placed bombs in Snake’s path and 
ran away before they could detonate. Ironically, Snake applied 
the same tactic to win the encounter. 


NAME: Red Blaster 
FIRST APPEARANCE: Metal Gear 2 
PROFILE: Making his way to the 30th floor earned Snake the 
dubious honor of facing the grenade-chucking Red 
Blaster in a room rigged with dozens of tripwires. If 
Snake wouldn’t have killed him, one could speculate 
that Red Blaster and Metal Gear Solid 2’s Fatman might 
have been the best of friends — or, more likely they would 
have killed each other in the spirit of competition. 
NAME: Four Horsemen 
FIRST APPEARANCE: Metal Gear 2 
PROFILE: Fighting each of them one-on-one would have 
been bad enough, but Snake had to overcome all of the as- 
sassins at once while stuck in a halter elevator. 


NAME: Jungle Evil 

FIRST APPEARANCE: Metal Gear 2 

PROFILE: A master of jungle-based combat, Jungle Evil 
taught Snake a thing or two about Tactical Espionage Action 
by using his environment as cover before attacking. 
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Gray Fox was rescued by Snake after failing to ac- 
complish what his successor did with ease: shut 
down Outer Heaven. Following the trend set by 

= }[o ft =[ol-t-M el e-WVaa ley ao[-1icre1 (cle -lale Molt <-Ye B-Ver-llatcye 
Snake in Metal Gear 2. He kept his identity a se- 
cret by garbing himself in stealth camouflage over 
the course of Metal Gear 2 and Metal Gear Solid. 
His martial arts and sword-wielding techniques 
propelled him into instant popularity. The ninja 
fofok=) (Ulan cct-1i moma clam pale) coMlanlofo)ar-laimtar-laM tale) 
man behind the mask, as its appearance in any 
Metal Gear game causes rampant speculation as 
to who could be wearing the costume. 
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NAME: Night Fright 

FIRST APPEARANCE: Metal Gear 2 

PROFILE: Because there weren’t already enough ninjas in 
Metal Gear 2, Night Fright thought posing as an assassin 
might add a bit of diversity to the game’s villainous cast. 
Rather than bother with a sword, Fright hunted Snake with a 
silenced pistol. 


NAME: Decoy Octopus 

FIRST APPEARANCE: Metal Gear Solid 

PROFILE: The confrontation with Decoy Octopus is inargu- 
ably the easiest in Metal Gear Solid. Because Ocelot killed 
DARPA Chief Donald Anderson during an interrogation, Decoy 
Octopus assumed Anderson’s form in an effort to feed Snake 
false information. While talking with Snake, Decoy is killed by 
the FOXDIE virus. 


NAME: Vulcan Raven 

FIRST APPEARANCE: Metal Gear Solid 

PROFILE: There Snake was, minding his own business, 
when a crazy shaman in a tank rolled across his path. Upon 
defeating the tank, Vulcan fled to later ambush Snake in a 
warehouse. That didn’t really work out, either. 


NAME: Sniper Wolf 

FIRST APPEARANCE: Metal Gear Solid 

PROFILE: Unlike most snipers, Sniper Wolf was good enough 
at her job to work alone. Patient enough to wait for her to prey 
show himself for days, Wolf incapacitated Meryl to lure Snake 
out of hiding. Sniper Wolf won the first of her two battles 
against the legendary soldier of fortune, but wasn’t so lucky 
the second time around. 


NAME: Liquid Snake 

FIRST APPEARANCE: Metal Gear Solid 

# PROFILE: Liquid Snake is Solid Snake’s older brother — or 
younger; whichever you prefer. A perfect genetic match, Liquid 
now lives on through his right arm, which is attached to Revolv- 


Top 5 Villains: 


Snake fired, and Mantis dodged. Snake lobbed a not knowing what the right hand is doing is entirely accurate. 
grenade, and again, Mantis dodged. Aggravation 
Fateltlaiccte Mcomorelalice)|(-eucnice\niiare mca MUlALUMULATcUNA 
in a classic video game “Oh, duh!” moment, the 
player understood that Mantis’s mind-reading 
ability is due to the controller being used in port 
one. Plugging into port two rendered Mantis 
impotent, but with the newfound ease of victory 
Fer-tanteme crate) efelial (uarcial Colm tnrclAN’me (= ULNCLEM Ut lem [en -xe! 
hearing Mantis taunt them using the save data on 
their memory card. 


er Ocelot. In this case, the popular saying about the left hand 
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The third son of Big Boss, 
Solidus was behind many 
events in the first two 

Metal Gear Solids. 














































NAME: Solidus Snake 

FIRST APPEARANCE: Metal Gear Solid 2 

PROFILE: Liquid Snake, Solid Snake, and... nope, not 
Gaseous Snake. Solidus Snake, the third son of Big Boss, 
was the mastermind behind the Shadow Moses incident. 
Proficient with swords and equipped with long-reaching 
mechanical arms, Solidus was vanquished by Raiden at the 
end of Metal Gear Solid 2. 





NAME: Olga Gurlukovitch 
FIRST APPEARANCE: Metal Gear Solid 2 

PROFILE: Seemingly beaten after her duel against Snake, 

Olga returned disguised as the ever-popular “Ninja” in later 
sections of Metal Gear Solid 2. Forced to do his bidding in 

order for her young daughter’s life, Olga is callously executed 

by Solidus Snake near the game’s conclusion. 


NAME: Fatman 

FIRST APPEARANCE: Metal Gear Solid 2 

PROFILE: A trench coat-wearing, roller-skating explosives 
expert? Only in a Metal Gear game. Fatman presented one 
of Solid 2’s most intense challenges: in between pelting him 
with headshots, players had to freeze any explosives he 
planted to prevent an instant loss. 


<— 1 NAME: Vamp 

FIRST APPEARANCE: Metal Gear Solid 2 

PROFILE: Vamp sucks... blood, that is. In possession of fan- 
tastic speed, agility, and a thirst for blood, Vamp is not actu- 
ally a vampire, but is cold enough to be considered one. After 
mortally wounding young Emma Emmerich, Vamp survived 
two encounters with Raiden and will make his return in Metal 
Gear Solid 4, though his role is relatively unknown. 


NAME: Fortune 

FIRST APPEARANCE: Metal Gear Solid 2 

PROFILE: Fortunately for Fortune, Fortune was fortunate 
enough to have the great fortune of dodging bullets using a 
fortuitous combination of telekinesis and her own electro- 
magnetic force field. Unfortunately, Fortune’s fortune ran 
out when she was astonishingly shot and killed by Revolver 
Ocelot. 
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—————_—_ NAME: The Boss 


FIRST APPEARANCE: Metal Gear Solid 3 

PROFILE: The Boss mentored Naked Snake, a.k.a. Big 
Boss, and the two were so close, they thought of each 
other as mother and son. Because their relationship was 
so personal, it was only appropriate that it was Snake 
who fulfilled his teacher’s final wish — to die in combat. 


NAME: The Pain 

FIRST APPEARANCE: Metal Gear Solid 3 

PROFILE: A man surrounded by almost as many hornets 
as there were scars on his body, The Pain attacked by 
commanding his entire mass of hornets to make a bee- 
line for Snake. Almost regrettably, it was grenades, not 
Stinger missiles, that could defeat The Pain. 


NAME: The Sorrow 

FIRST APPEARANCE: Metal Gear Solid 3 

PROFILE: Over the course of the Metal Gear series, play- 
ers have dodged bullets, missiles, and nuclear threats, 
but until The Sorrow, they had never been asked to 
survive a guilt trip. Already dead at the beginning of Solid 
3, Snake encounters The Sorrow while caught in the spirit 
realm. To escape, Snake must make contact with The 
Sorrow’s body, which is found at the end of a long river. 
Along the way, ghosts of all the characters killed at the 
player’s hands appear, grim reminders of what sometimes 
must be done to finish a mission. 


NAME: The Fury 

FIRST APPEARANCE: Metal Gear Solid 3 

PROFILE: Reminiscent of the original Metal Gear’s Fire 
Trooper, The Fury wore a thick suit to protect him from his 
pyromaniac ways. 
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Top 5 Villains: 


How many times has Ocelot double-crossed 

his allies? Even further, how many times has 
that double-cross turned out to be fake until he 
double-crosses them again later? Easily the 
most enigmatic Metal Gear character, Ocelot has 
remained a constant presence since his debut in 
Metal Gear Solid. The quickest draw in the east, 
west, or any other direction, Ocelot now shares 
his mind and body with Liquid’s arm, which he 
used to replace his own after Gray Fox severed it 
completely. 


# 
Top 5 Villains: 


Hundreds of in-game feet spanning streams, veg- 
1-1 fo] aha ole] Ue -1g-Me-La(e Malle] aMVZ-lait-(eloM fe) a tol of 
tling The End in Metal Gear Solid 3 provided one 
of the most intense experiences from any Metal 
Gear game. Just like a real battle between snip- 
ers, players were forced to rely on their wits and 
sense of sound even more than their trigger Lilate[-1a 
Whereas direct confrontations could end within 
minutes, facing The End required an investment 
of perhaps several hours as players waited for the 
jol]ai-foq doy e) ole) giv all wai CoM olU|ar-laM-lalo he Col Nay-M =iato 





NAME: The Fear 
FIRST APPEARANCE: Metal Gear Solid 3 

PROFILE: Boasting superhuman speed and dexterity, The 
Fear’s camouflage enabled him to dart from tree to tree 
before pausing to fire poison-tipped crossbow bolts at Snake 
during their jungle encounter. 


NAME: Gene 

FIRST APPEARANCE: Metal Gear Solid: Portable Ops 
PROFILE: Don’t let his unremarkable name fool you — 
Gene is one bad man. The successor to Big Boss after the 
famed soldier left on his Virtuous Mission, Gene yearned for 
the chance to control his own military nation. Because Big 
Boss's terrorist ambitions were apparently much greater, Big 
Boss defeated Gene and went on to found Outer Heaven. 


NAME: Cunningham 

FIRST APPEARANCE: Metal Gear Solid: Portable Ops 
PROFILE: Cunningham is a large, powerful.man charged 
with shadowing Gene’s activities. Because everyone in 
Metal Gear is on different sides even when they’re on the 
same side, Snake decided he didn’t like Cunningham and 
engaged him in battle. 


NAME: Null 

FIRST APPEARANCE: Metal Gear Solid: Portable Ops 
PROFILE: The result of a Super Solider program that instilled 
him with ninja-like abilities, Null is actually Gray Fox asa 
teenager. 


NAME: Python 
FIRST APPEARANCE: Metal Gear Solid: Portable Ops 
PROFILE: Yet another former ally that decided to play on the 
bad guys’ team, Python was Naked Snake’s equal before a 
tragic accident left him nearly crippled. Dependent on a suit 
that allows him to pump out liquid nitrogen, Python is also a 
renowned marksman. 
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NAME: Ursula and Elisa 

FIRST APPEARANCE: Metal Gear Solid: Portable Ops 
PROFILE: Originally thought to be twin sisters, Ursula 
and Elisa are actually dual personalities of the same 
person. One was an excellent chemist, the other a power- 
ful telepath — but both were stabbed to death by Gene, 
their (her) adopted father. 


NAME: The Beauty & The Beast Unit 

FIRST APPEARANCE: Metal Gear Solid 4: Guns of the Patriots 
PROFILE: Not much is known about these four women who suffer from 
post-traumatic stress disorder. Their exterior grief and pain, the “Beast,” 
is often favored over their inner appearance, known as “Beauty,” which 
results in the B&B unit causing devastation and chaos. Sadly, their fits of 
rage are not entirely of their own will; violent outbursts are the only way 
the B&B unit can deal with the psychological trauma they have endured. 
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Raiden: The Lean, Mean Controversy Machine 


etal Gear series creator Hideo Kojima asserted his 

right to the throne of Renegade Game Directors 

when he released Metal Gear Solid 2: Sons of 
Liberty to an unsuspecting public in 2001. Hype surround- 
ing MGS2;s release swelled over the course of two years all 
based on the premise that gamers would be able to experi- 
ence the next chapter in Solid Snake’s story. Fans got exactly 
what they were asking for—at least for the first two hours 
of MGS2’s running time. From that point forward the game 
would head in a markedly different direction when the story 
shifted perspective to a new playable character: a fair-haired 
rookie who went by the codename “Raiden.” 

This wasn’t the first time a new playable character had been 
introduced into a successful franchise, but it was certainly the 
first time that character had replaced the mainstay without so 
much as giving anyone the heads-up about it. MGS2’s trailers 
carefully crafted transient truths in order to intentionally elude 
gamers; expectations. Some fans took it better than others, 
but its impact was undeniable. Two colors dominated the 
spectrum of reactions: shocked, and offended. [CAUTION: 
Carpal Tunnel Syndrome is a known consequence of mention- 
ing Raiden’s name on some fan forums.] Even those that 
welcomed the change simply could not have seen it coming. 

In spite of Hideo Kojima;s polarizing design choices, he’s 
Proven one thing: there’s a method to his madness. [ALERT: 
And it is madness, for better or worse.] Through creating a fall 
guy in Raiden, fans’ devotion to Snake only solidified. MGS2’s 
narrative had elevated Snake’s status from hero to legend toa 


creature of myth. Gamers’ desire for the sharp-tongued, 
cigarette-chomping, box-toting anti-hero they’d come to 
know and love skyrocketed to a level even higher than it 
had reached prior to the game’s release. MGS2’s ending 
presented Snake as capable of an almost magical ability 
to appear and disappear seemingly on a whim. Fans felt 
the same elusiveness Raiden experienced in their very 
own homes as they perused their copy of MGS2 with 
unrelenting fervor. Videogame message boards every- 
where began to indulge growing rumors that a game 
mode containing Snake’s exploits on the Big Shell could 
be unlocked by means of a secret method. Players tried 
collecting every hidden dog tag, turning their PS2’s 
internal clocks to a specific date, and anything else they 
could think of. All methods proved unfruitful, but this did 
little to diminish fan demand for the Solid Snake content 
many fans felt they deserved. [EVASION: Short-lived 
videogame magazine GameNow didn’t help with its 
2002 April Fools article, which boasted a port of MGS2 
featuring a fully playable Solid Snake] 

Time heals all wounds. Five years later, the Metal 
Gear Solid community was finally coming to terms with 
Raiden and the baggage that came with his arrival. 

Metal Gear Solid 2: Substance had been released, whet- 
ting appetites for Solid Snake gameplay with all new 
Snake Tales and VR Missions. Metal Gear Solid 3: Snake 
Eater had subsequently been released to high praise 

as the reins of the story had finally been put back in the 
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hands of a Snake. Raiden’s detractors may have been done , 
with Raiden, but Hideo Kojima was not done with Raiden’s 
detractors. 

Hard as it may be to believe, Kojima wants his fans to 
understand that he intends more than to merely shock or 
confuse gamers. The core purpose of Raiden in MGS2 was 
to challenge the commonly held notion of what a sequel is 

supposed to be. Through experimental storytelling, the player 
was made to question the nature of their expectations whether 
they wanted to or not. At E3 2006, Kojima showed that he’s 
not through challenging public perception of the characters 
he creates. At the end of the highly anticipated first trailer for 
Metal Gear Solid 4 running on actual PS3 hardware, a bomb 
was dropped. Almost as unexpectedly as he had first ap- 
peared, Raiden had utterly transformed before our eyes. 
Raiden was cool. Gray Fox cool. With the calm, ease, and 
precision of a man who has as many battles behind him as he 
| does ahead, Raiden proceeds to utterly undo a large group 
| of Gekko equipped with only his feet, a sword, and a steely 
| glare. Just one Gekko was enough to send Snake packing 
| in the very same trailer. The tables had been turned. MGS 
| fans who had yet to give in to Raiden’s charms were swept 
| up in flurry of hurricane slashes. At the same time, those who 
formerly held a longtime devotion to Snake were now forced 
to adjust to a new, geriatric hero. We can only speculate as 
to the full scope of Mr. Kojima’s intentions for these changes 
at this point, but one thing is clear: times have changed since : 
MGS2. Your move, Metal Gear fans. JEREL SMITH : ru f BE 
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Do you know what day it is tomorrow? 


he average sports fan will groan at the notion of 

bringing his wife to a sporting event. The aver- 

age gamer has probably sighed as his mother 
walked in front of the television during that crucial 
moment in the winning streak he fought tooth and nail 
to maintain. To put it bluntly, those guys have it easy. 
[CAUTION: That same groan probably put him in the 
dog house.] 

On Shadow Moses Island, Solid Snake had to con- 
tend with a support team comprised of bratty teenagers, 
a liar, a recluse, and at least two people that wanted him 
dead. Compared to what Raiden had to put up with, 
that’s a walk in the park. Raiden had Rosemary, his 
longtime girlfriend. Rose was brought on as both mis- 
sion analyst and game save correspondent. This meant 
that both Raiden and the player had to sit through one 
of her spiels every time they wanted a break. However, 
unlike the charming pop-philosophy of Mei-Ling or 
quirky cinephilia of Para-Medic, Rose only served to add 
insult to injury. In the middle of a stressful mission, Rose 
would quiz Raiden about what, in particular, was sup- 
posed to be special about the following day, how well 
he remembers the first time they met, and the degree 
to which he was comfortable killing people for the sake 
of his mission. As if Raiden doesn’t have enough on his 
mind—like the fate of the world, for instance! [ALERT: An 
hour in Raiden’s shoes should be prescribed for anger 
management. It’d certainly put things in perspective.] 


We’ve all experienced a time in the heat of the 





moment in our favorite game when someone came in 
the room only to remind us of our real world respon- 
sibilities. Rarely, however, have we had to deal with 
this coming from the speakers of the very game we’re 
trying to play. But therein lies the bittersweet beauty 
of Rose’s character. [ALERT: Besides her, you know, 
beauty.] Realistic and dynamic relationships are rarely 
presented in videogames, let alone movies or television. 
What some may criticize as having been little more than 
tiresome nagging actually served to establish Raiden as 
a relatable guy with relatable problems. Some people 
would kill just to know they had someone who cared 
enough about them to be as concerned as Rose is in 
the first place. Look at Solid Snake. He had no one, and 
it left him a cold, empty, cynical bastard. That might be 
entertaining for us, but it’s no fun for him. Nobody really 
wants to live that way, after all. 

So why is it that Rose is met with ire more often than 
open arms? In short, maybe players don’t necessarily 
want to be reminded of just how normal they are when 
attempting to immerse themselves in the illusion of a 
life-or-death stealth mission. Raiden’s perspective forces 
us to reflect on our own relationships even as we step 
outside of them. Alternatively, Solid Snake allows us the 
fleeting fantasy of independence while still delivering on 
the promise of an action thrill-ride. Sometimes reality is 
too bitter to swallow, and sometimes it’s just what the 
doctor ordered. It’s exactly this conflict that makes Metal 
Gear Solid the daring, progressive series it strives to be. 
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By David Craddock 


rom hidden codec conversations to Snake’s perverse obsession with 
- cardboard boxes, the Metal Gear series is stuffed with memorable mo- 

ments. Many require you to be in exactly the right spot at exactly the 
right time; consequently, many of each game’s best-kept secrets are missed 
entirely. If you missed Raiden’s golden shower or Snake’s lecture on how to 
Properly treat a box, you’ve come to the right place. Fortunately, eager gamers 
around the world have captured these on video and posted them on YouTube. | 
We've listed URLs to several of the Metal Gear Solid series’ most memorable | 
moments, including trailers, complete storylines, and what Snake likes about 
being stuffed into a locker. 





TOP SECRET 

READY, AIM, CLICK: 

http://www.youtube.com/watch?v=IgNGko1 2I6Y 

Anyone can boast about making the perfect sniper shot against The End in 
Metal Gear Solid 3, but how many can claim to have a photo of an entire room 
of terrorists snapping a salute to their commander? 


SUPER SMASH BROS. CONVERSATIONS: 

http://www. youtube.com/watch?v=GRY |yAiiffs 

Snake’s a tough guy, so Nintendo didn’t have to do much arm-twisting to get 
Snake into Super Smash Bros. Brawl. Now that he’s had some time to ac- 
climate, find out what he thinks of his fellow competitors —notably, a particular 
space bounty hunter. 


CARE FOR SOME LEMONADE?: 
http://www.youtube.com/watch?v=WheGrqNwMdk 

Raise your hand if you don’t like Raiden. Yep, quite a few of you. Want to see a 
guard relieve himself right on the Snake wanna-be’s head? | thought you might. 


METAL GEAR SOLID EASTER EGGS: 
http://www. youtube.com/watch?v=Bc-K6wMBFkY 
Check out the secrets hidden in the nooks and crannies of Shadow Moses. 


METAL GEAR SOLID 2 EASTER EGGS 
PART 1: http://www.youtube.com/watch?v=cNoqJ8wVVyQ 

PART 2: http://www.youtube.com/watch?v=mZ8RRGYiCU4 

Why doesn’t Snake settle down with a woman? Because he loves his card- 
board boxes, that’s why. 


METAL GEAR SOLID 3: EASTER EGGS EATER 
PART 1: http://www.youtube.com/watch?v=aZ5q3UWTpns&feature=related 
PART 2: http://www.youtube.com/watch?v=jOnFOR1VRiY 

PART 3: http://www.youtube.com/watch?v=xsueO2CQugY &feature=related 
PART 4: http://www.youtube.com/watch?v=JbuiG-R7nxM&feature=related 
After watching these, you might debate the “Virtuous Mission” 

code-name of this Snake adventure. 


THE LEGENDARY SOLDIER OF FORTUNE JOINS SUPER SMASH 
BROS. BRAWL: http://www.youtube.com/watch?v=xq4VHzcXHvU 
Bye-bye, Link; I’ve found my new favorite character. 
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| MEANT TO DO THAT! 
SOLID SNAKE AND THE NOT-SO-SOLID WALL: 
http://www.youtube.com/watch?v=OxWj53hT4tk 

When there’s an objective to complete, Solid Snake cannot be 
stopped by any mere wall. 


ONE LAST WORKOUT: 
http://www.youtube.com/watch?v=S-_yHuVk1ZU 

You have to wonder why the soldier in this clip thought a dangerous 
jungle would be the appropriate place for a workout. 


METAL GEAR SOLID 3: GIANT SNAKE EATER: 
http://www.youtube.com/watch?v=xH7jC1qT6UQ&NR=1 
| imagine it’s hard to be stealthy when you're over 10 feet tall. 


MIDAIR BREAK DANCING: 
http://www.youtube.com/watch?v=54V4IMahpvs 

Why not shake your terrorist groove thing before you fall to your 
death? 


BLASTS FROM THE PAST 

METAL GEAR SOLID TRAILER: 
http://www.youtube.com/watch?v=9HMoMRAPico 
The game that brought Solid Snake to the masses. 


METAL GEAR SOLID 2 TRAILER: 
http://www.youtube.com/watch?v=BEE1 aWiwz_l&feature=related 
Was this the reason you bought a PS2? Yeah, me too. 


METAL GEAR SOLID 3 TRAILER: 
http://www.youtube.com/watch?v=NxGUPVB3-ZE 

Frolicking through the jungle, snapping terrorist necks... as the father 
of Solid Snake? Sign me up. 


METAL GEAR SOLID 4: GUNS OF THE PATRIOTS E3 2007 
TRAILER: http://www. youtube.com/watch?v=|3xdzi6F1lg 

Take a break from doing nothing but playing MGS4 to watch this 
trailer and reminisce about the days when you did nothing but think 
about doing nothing but playing Solid 4. 


THE REST OF THE STORY 


The storyline of any Metal Gear game is just as confusing as it is in- 
triguing. To help answer your most burning questions, we’ve scoured 
the Internet’s many pipes and have found complete replays of Metal 
Gear Solid, Solid 2, and Solid 3. Go make some popcorn, punch in 
the web links found below, and sit back and relax. Every cinematic, 
every codec chat, every double-double-cross... Everything you need 
is right here. Well, almost everything. We're not sure if even Hideo 
Kojima himself can fully explain Metal Gear Solid 2, but these videos 
do their best. 

Please note that these videos are split into several parts! Only the 
first part of each Metal Gear Solid game has been listed here. 


METAL GEAR SOLID: 
http://www.youtube.com/watch?v=nWW160RLtWg 

METAL GEAR SOLID 2: 
http://www.youtube.com/watch?v=PkU8jNequis&feature=related 
METAL GEAR SOLID 3: 
http://www.youtube.com/watch?v=HFqYKW6onBE 








THE MAN BEHIND THE METAL 


| G4 Icons: Hideo Kojima 


PART 1: http://www.youtube.com/watch?v=utX9NQMKKyl 

PART 2: http://www.youtube.com/watch?v=E9pkgKeYqY g&feature=related 
PART 3: http://www.youtube.com/watch?v=BWKnsonkdko&feature=related 
In this three-part documentary, learn more about the man behind one of the 
most successful video game franchises ever created. 
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:OPS IN PROGRESS 


STANDBY: 


All right. 


I'm used to hiding in cardboard boxes. 


A Tribute to Solid Snake’s Trojan Horse 


iquid and Solidus strive to prove themselves 

the superior sons of Big Boss but ultimately 

fall short. Liquid’s willpower and Solidus’s 
ambition can’t compensate for the one trait that only 
Solid Snake inherits: love for the Box. 

Solid Snake first shows players his cardboard 
haven in the MSX Metal Gear. Though it first looks like 
inventory filler, the box proves invaluable for sneaking 
past security cameras, though guards notice Snake 
immediately. In Metal Gear 2, only a cardboard box 
can grant Snake access to Zanzibarland’s conveyor 
belt delivery system, taking him into the heart of Big 
Boss’s war machine. 

If Colonel Campbell’s nostalgia is any sign, 
the cardboard box was Snake’s signature modus 
operandi. Box tactics become more promiscuous in 
MGS1, as Snake has—not one—but several card- 
board boxes to enter. The boxes prove as roadworthy 
as ever, since equipping one in a truck will get Snake 
a one-way ticket to anywhere stamped on the side. 
However, sentries will leave their posts to investigate 
any suspicious box activity. If they discover Snake 
within, they will confiscate his box and return it to 
wherever Snake had captured it. And then, of course, 
they'll try to kill Snake. 

Box Espionage Action evolves during MGS2, but 
not in the box’s interest. Cardboard boxes now bear 
the marks of their environment. Bullets shred the 
box’s skin until it flakes away, and an hour under the 
Manhattan thunderstorm will leave it soft and wet. 

MGS2’s Plant Chapter reveals that knowledge of 
the box is not instinctual but learned. After meeting 
with Snake and bomb expert Peter Stillman, Raiden 
can follow Snake’s exit and discover a man in a 
cardboard box creeping away from a KO’ed guard. A 
few well-placed Parabellum rounds will break Snake’s 
cardstock union. During later Codec conversations, 
Raiden registers his disgust toward anyone who 
would get inside a cardboard box on the battlefield. 


Solid Snake illustrates the theme of MGS2 when he 
passes on love of the box to Raiden. When intolerance 
rears its ugly head, Snake instructs Raiden how to use 
a box right: “Don’t think of it as just another box. Treat it 
with love. Don’t be rough.” This advice is more than use- 
ful later in the Plant Chapter, despite the fact that Rose 
finds Raiden a little less attractive if he shows signs of 
being box-curious. When Raiden sneaks through Arse- 
nal Gear in his birthday suit, a lone cardboard box is his 
only protection against catching cold. 

Thus Raiden understands through instruction what 
Big Boss understood by instinct in MGS3. Big Boss 
confesses the box’s irresistible pull to Sigint later in the 
game: “I was just looking at it, and suddenly | got this 
irresistible urge to get inside. No, not an urge. More than 
that. It was my destiny to be here... in the box! Like this 
is where | was meant to be. Like I’d found the key to true 
happiness.” Big Boss’s brute impulses reveal just how 
much Solid Snake has tempered the warrior instincts of 
his genetic legacy. 

MGS4 preview trailers do not bear good tidings for 
the box. One of them is practically a miniature snuff 
film, as Gekkos burst the box’s flaps with a Metal Gear 
stomp. Old Snake lies on the ground nearby, his Octo- 
Camo serving better than the box would have. Does this 
mean that Snake has moved on? Has he foregone his 
old love in favor of the sleek, new body suit? 

Not at all. Old Snake will again don Big Boss’s 
mantle. He will wear the box as never before, with all 
the next-gen visual magic of the PlayStation 3. As Old 
Snake runs in his disguise, the box wobbles wildly on 
his back as it would in real life, making Snake look like a 
high-tech hobo moving uptown. MGS4 will deepen Box 
Tactic gameplay beyond what we’ve seen before. 

The box’s pivotal role in the Metal Gear Saga very 
clearly answers Otacon’s burning issue in MGS1. Can 
love bloom on a battlefield? Yes it can—and it’s not just 
about what you’ve got on the inside, but what you’re 
inside that counts, too. JAMES CLINTON HOWELL 
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METAL GEAR: 
WORLD 


HISTORY 


a he events and activities of the Metal Gear storyline run in parallel to our real world, like a 




















veneer of Metal Gear-ness has been coated on our seemingly mundane history. Of course, 

our actual world history is fundamentally fascinating in its own right, and when patched 
alongside the events of the Metal Gear storyline displays an awe-inspiring level of complexity to 
| the machinations of all these characters. So kick back and take a while to peruse a timeline that 
spans our real world, destiny-shaping events and their relationship with the twisting, turning expe- 
riences of your favorite Metal Gear heroes and villains. We guarantee you’ll learn something! 


| METAL GEAR SOLID 3 


i 1930s 

‘|| The Philosophers begin as a confederation of American, Russian, and Chinese 
elites who pool their fortunes to combat imperialism. New members join as time 
passes, and the last original member dies sometime during the 1930s. 

The second generation of Philosophers abandon the founders’ ideals at the start 
of the Cold War. The organization splits along national lines and begins funding 
a global war economy. They provoke third-world conflicts, invest in the resulting 
| wars, and grow rich as the world turns red. 


1939 
<— Albert Einstein signs a letter sent to President Roosevelt advising the development 
of the atomic bomb. Einstein’s strong anti-war sentiments lead him to regret his 
decision later in life. 
Einstein’s moral conflict is reflected in the scientists of the Metal Gear Saga. 
Nikolai Sokolov (MGS3, MPO), Pettriovich Madnar (MG1), Hal “Otacon” Emmerich 
(MGS1), and Emma Emmerich (MGS2) all engineer doomsday machines that they 
| later help destroy. 


anime 






































i 
| Japan, Italy, and Germany separately invade neighboring countries to expand their 
| empires. They become known as the Axis Powers when they sign the Tripartite 
Pact, which warns the world that an attack against one Axis nation will see retali- 
ation from all three. 

This marks the beginning of World War II. 





The Complete Guide to Metal Gear Solid 



























1941 

The British Army founds the Special Air Service (SAS), a special forces 
unit that becomes the prototype for other elite military units such as the 
Soviet Spetznaz and the American Green Berets. 

In the Metal Gear Saga, the SAS also sets a precedent for the FOX Unit 
and FOXHOUND. Several MGS characters pursue careers in the SAS, 
including Major Zero (MGS3), The Boss (MGS3), Naked Snake (MGS3, 
MPO), Master Miller (MG2), and Liquid Snake (MGS1, MGS2, MGS4). 


1942 


America opens the Office of Strategic Services (OSS) for espionage dur- je 


ing World War Il. The OSS is the first agency to collect and distribute tac- 
tical intelligence to the US military, serving as forerunner to the Central 
Intelligence Agency (CIA). 








Physicist Enrico Fermi uses a nuclear reactor to generate the atomic 
fusion necessary to build the atomic bomb. 

The grandfather of Hal “Otacon” Emmerich joins the Manhattan 
Project and begins his family’s dark history with WMD development. 
Each Emmerich afterward researches and engineers new milestones in 
nuclear arms. 





The Nazis begin their Russian campaign with the Battle of Stalingrad. 
German forces surround, shell, and starve the city for six months, dur- 
ing which time The Boss and five East European supersoldiers form the 
Cobra Unit. Their efforts and the harsh Russian winter repel the Nazis’ 
invasion. 


The Allied Powers grow concerned that Germany might soon develop +> 


nuclear arms. The US Army’s Corp of Engineers initiates the Manhattan 
Project, a joint effort between American and British scientists to develop 
a working atomic bomb. Nuclear weapons immediately change the way 
the world understands war. 





The Shagohod (MGS3), the Metal Gear prototypes (MPO, MG1, MG2), 
Metal Gear Rex (MGS1), and Metal Gear Ray (MGS2) are designed to 
launch nuclear weapons. MGS2’s digital battleship Arsenal Gear carries 
hydrogen bombs, and MGS4’s Gekkos carry small tactical warheads. 


1944 


oe Allied Powers dispatch the Cobra Unit at the Battle of Normandy. 


Historical records neglect to mention that Nazis struggled against a man 
who controlled bees, a double-jointed assassin, a psychic, a photosyn- 
thetic sniper, a flamethrower expert, and The Boss. 


1945 
America tests the first atomic bomb in Alamogordo, New Mexico, mark- 
ing the beginning of the Atomic Age. 





President Johnson authorizes dropping an atomic bomb, “Little Boy,” on 
Hiroshima. When Japan’s Imperial Emperor Hirohito refuses diplomatic 
talks, America drops a second bomb, “Fatman,” on Nagasaki. These 
attacks result in over 200,000 civilian deaths. Six days later, Hirohito 
signs the Instrument of Surrender and ends Japan’s role in World War Il. 

In MGS2, the Dead Cell explosives expert Fatman is named after the 
Nagasaki bomb. 





The father of Hal “Otacon” Emmerich is born on the day that America 
bombs Hiroshima. 


> 
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This is the premier, next-gen game links site, 
built for the community by the community. 
FileRadar not only puts the power of game file | 
distribution in your hands, but lets you | 

feedback to save everyone a load of time 
. and grief. It takes the power of a site like | 
, Digg and applies it to the most essential | 
\ part of games you're either actually | 

\ playing or want to play: 





Ng 





There are millions of places Net-wide : | 
to download from, and only FileRadar | 
umbrellas them all while empowering 
you to tell each other not only which 
are the best files to get, but what are 
the fastest and easiest places to get 
them from. With a thriving community of 
4 informed gamers all networked together 
mae td to either be the first to playtest a hot new 
Jl game or enhance the games they already love, 
how can you go wrong? 








































ENIAC, the first computer, is built. Its hardware fills a large industrial -————> 
warehouse, and its software comes in the form of IBM Ppunchcards fed 
into the machine by hand. ENIAC paves the way for the development of 
digital technology and Artificial Intelligence (Al). 

In MGS2, Raiden learns that his commanding officer is not a human 
being, but a sophisticated Al posing as Colonel Campbell. 


America founds the Central Intelligence Agency. 

Naked Snake serves as a CIA agent under Major Zero during MGS3’s 
Virtuous Mission and Operation Snake Eater. The second mission's suc- 
cess persuades the CIA to establish Major Zero’s FOX Unit. 





With the European Axis Powers defeated, the Cobra Unit disbands. Their 
national identities take priority over their friendships and shared experi- 
ences, and they must regard each other as friend or foe depending upon 
political circumstances. 

The Boss comes to terms with their changed professional relation- 
ships when she kills her former comrade and lover, The Sorrow, in order 
to complete a mission. 


METAL GEAR SOLID 3 


The North Atlantic Treaty Organization (NATO) is assembled as a united 
front against the Soviet Union. NATO members provide mutual and col- 
lective defense of each other’s sovereignty. 





Operation First Lightning commences when the Soviet Union tests an 
atomic bomb at Semipalatinsk. Fallout from the nuclear test kills regional 
Kazakh nomads who had not been forewarned. 

The operation’s name suggests the alias of MGS3’s Colonel Volgin, 
“Thunderbolt,” and its irresponsible waste of human life recalls Volgin’s 
attack on his own countrymen with a Davy Crockett nuclear missile. 





The Allied Powers divide the Nazis’ conquered homeland into East and 
<——— West Germany. NATO members rebuild West Germany as a capitalist 
nation, while East Germany turns Communist under Soviet influence. 
With the creation of East Germany, Eastern European nations form the 
Warsaw Pact, an international agreement similar to NATO but drafted 
specifically against NATO members. 
The economic and political division between East and West on a 
global scale initiates the Cold War. 


President Truman orders the development of various atomic bombs. r—> | 
Some suspect that the American Philosophers influenced his decision. 





A series of border disputes in Korea snowball into civil war. The Soviet -———> 
Union assists the northern faction while America supports the south. 
Their interference, prompted by Cold War interests, becomes the Korean 
War. Some credit the Philosophers for the conflict’s escalation. 

The Boss aids the southern faction on behalf of the United States. 
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METAL GEAR SOLID 3 


The State of Israel founds its Institute for Intelligence and Special Ops 
(MOSSAD) two years after America helps to establish Israel on former 
Palestinian land. MOSSAD performs fieldwork similar to the CIA and the 
SAS, including counterterrorist, espionage, and covert operations. 





The Boss is exposed to high radiation levels while providing ground sup- 
port at a Nevada nuclear test, leaving her sterile. She had previously 
borne a child with The Sorrow, and their son is none other than the Metal 
Gear Saga’s archvillain, Ocelot. 


Rocket scientist Wernher von Braun proposes a plan to send mento Mars. +-—> 


He collaborates with Walt Disney and produces several movies designed 
to raise public support for a national space program. Romanticized ideas 
about space exploration obscure the close relationship between national 
space programs and military interests. 

In MGS8, the Soviet Union corrupts Sokolov’s boyhood dream of 
building space rockets when it forces him to use his rocket designs to 
build the Shagohod. 





The US Department of Defense founds the National Security Agency 
(NSA). The NSA monitors, collects, analyzes, and interprets foreign com- 
munications and codes. 

Two NSA codebreakers, ADAM and EVA, feign defection to the Soviet 
Union prior to the events of MGS3. Major Zero orders Snake to contact 
them for mission intelligence. 


_<—4 Khrushchev asks President Johnson to add Volgin’s assassination to 


Operation Snake Eater’s mission objectives. He clarifies that this is not 
an official request from the Soviet Union, but is instead a modest “gen- 
tleman’s agreement.” Volgin thus becomes one of Naked Snake’s targets 
upon return to the Soviet jungle. 





Scientists Watson and Crick discover DNA’s double-helix structure, pav- 
ing the road to genetic research and cloning experiments. In a sense, 
Watson and Crick are godfathers to the sons of Big Boss. 





Nikita Khrushchev becomes First Secretary of the Soviet Communist 
Party. His political influence wanes over the course of eleven years, 
and his opponents seek any means possible to expose weakness in his 
leadership. 

MGS8’s Colonel Volgin supports one of Khrushchev’s enemies, 
Brezhnev. Volgin unleashes a complex chain of events when he fires a 
nuclear missile at a Soviet research facility, knowing that America will be 
blamed for the attack. Khrushchev’s poor relationship with the Soviet 
military paralyzes his ability to answer public calls for retaliation. Volgin 
expects that the crisis will discredit Khrushchev’s leadership and hasten 
his removal as First Secretary. 


'¥<— 4 The US Navy launches the world’s first nuclear submarine, the USS 


Nautilus. Sharing the name of Captain Nemo’s submersible ship in Jules 
Vernes’ 20,000 Leagues Under the Sea, the USS Nautilus becomes the 
first vessel to travel from one end of the North Pole to the other entirely 


underwater. Ge 
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METAL GEAR SOLID 3 


<—1The Soviet Union founds its central security and intelligence agency, the 





The opening of MGS1 echoes the USS Nautilus’s maiden voyage. 
Colonel Campbell escorts Snake to his drop point via nuclear subma- 
rine. The vessel’s depth as well as ice floes on the water's surface pre- | 
vent aerial detection of their approach. Similarities with the Nautilus end | 
when Snake enters a one-man vehicle shot as a torpedo toward Shadow | 
Moses Island. 





America tests a hydrogen bomb on Bikini Atoll, and the blast radius 
extends farther than expected. It sterilizes Naked Snake and contami- 
nates the Japanese fishing boat Daigo Fukuryu Maru. 

Japan’s anti-nuclear position strengthens when the boat’s captain dies 
six months later from radiation poisoning. The incident inspires the story 
of Godzilla, an irradiated animal turned into a monster that seeks revenge 
against humanity. 

Godzilla, in turn, inspires the MGS parodies Genola and Gurlogon. 








President Eisenhower reflects upon America’s financial loss in the Korean 
War. He grows concerned that the Soviets plan to weaken America’s 
economy with small, expensive wars and then attack America directly 
when it is too poor to resist. 

In response, US Secretary of State John Dulles announces the New 
Look Policy, which results in the worldwide Cold War policy of nuclear 
deterrence. The New Look Policy argues that the US should stockpile 
nuclear arms so it can respond to a Soviet attack with massive retalia- 
tion. The manufacture of nuclear arms will generate national revenue and 
strengthen America’s economy as well. 

America begins stockpiling nuclear weapons, as does the Soviet 
Union. Their competition to possess more and deadlier nuclear weapons 
snowballs into the arms race. The possibility of joint massive retaliations 
give rise to the basic principle of nuclear deterrence: mutually assured 
destruction. 

































KGB. Though the CIA and the FBI are the KGB’s main rivals, it also targets 
the SAS, MOSSAD, and other national agencies until the Soviet Union’s 
dissolution in 1991. 

During MGS3’s Virtuous Mission, Naked Snake encounters hooded 
KGB soldiers on Khrushchev’s orders to guard Sokolov and the Shagohod 
from Colonel Volgin and the GRU. Though the KGB are Snake’s enemies 
during Virtuous Mission, Operation Snake Eater puts them on the same 
side. Their reversed relationship illustrates MGS3’s message that political 
and historical contexts decide a soldier’s enemies and comrades. 


Einstein signs the Russel-Einstein manifesto against stockpiled nuclear 
weapons two days before his death at age 77. He took his anti-nuclear 
ideals to the grave as world leaders continued to stockpile arms. 

Hal “Otacon” Emmerich experiences the same frustration when re 
Revolver Ocelot leaks Metal Gear REX’s blueprints onto the black market 
after MGS1. Otacon enlists Snake’s aid and forms an anti-Metal Gear 
organization dubbed Philanthropy, whose motto becomes “To Let the 
World Be.” 

Otacon’s sense of global responsibility echoes Einstein’s drive to erase 
what he had helped to create. Otacon learns (as Einstein had) that weap- 
ons are more easily brought into the world than removed. 

The first conference against atomic and hydrogen bombs meets in 
Hiroshima where Japan presents its Three Non-Nuclear Principles. These 
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state that the Japanese shall never permit, manufacture, or house nuclear 
weapons on their islands. 


America successfully launches an Intercontinental Ballistic Missile (ICBM). 
The ICBM’s flight range makes an American strike on inner Russia pos- 
sible (and vice versa). ICBMs soon become the number one inventory in 
nuclear stockpiles. 

The ICBM’s weakness lies in radar detection. Radars search for trace 
heat signatures left by a missile’s propulsion system. If an ICBM were 
detected early enough, massive retaliation could spoil the thrill of a 
nuclear strike. Metal Gear technology evolves from efforts to achieve an 
ICBM’s range without tripping enemy radars. 

In MGS3, the Shagohod uses mounted space rockets to accelerate 
down a runway. When the tank reaches top speed, it brakes and hurls a 
nuclear warhead toward its target. The mounted rockets act in place of 
an ICBM’s propulsion system, and the cold warheads will not appear on 
radar. Unfortunately, the Shagohod needs a long runway to work well, 
which limits its marketability. 





MPO’s Metal Gear RAXA avoids radar detection by firing its payload into 
the outer atmosphere. There, the vessels separate into bomb clusters with 
enough power to level a whole state. RAXA’s delivery system can execute 
a stealth attack, but the machine’s awkward bulk limits its mobility. 

The prototype Metal Gears from MG1 and MG2 are the first truly mobile 
tanks to evolve. Only capable of launching rocket-propelled ICBMs, they 
trade stealth attacks for geographical versatility. MGS1’s Metal Gear REX 
finally harmonizes Metal Gear’s mobility with the Shagohod’s stealth 
attack. Rather than the Shagohod’s costly and inefficient rocket system, 
REX uses a rail cannon to propel a cold warhead toward its target. 








The Soviet Union launches the earth’s first orbital satellite, Sputnik-1. 
Concern arises in America over the incredible advantage that orbital 
observation could give the KGB. America invests more seriously in space 
flight research. The Cold War space race begins not as a romantic quest 
for the stars but as a paranoid effort of national security. 


America launches its first satellite, Explorer-1. However, US space engi- 
neering still lags behind the Soviets, who had launched Sputnik-2 several 
months before Explorer-1 hit the launch pad. 


The Cuban Revolution expels Cuban President Batista. 

The military campaigns leading to the Revolution’s success makes 
iconic heroes out of idealistic soldiers (such as Che Guevara) and leaders 
(such as Fidel Castro). Castro assumes the Cuban Presidency and begins 
to convert the Cuban government to Communism. 

Within the Metal Gear Saga, the Cuban Revolution likely represents a 
defeat for the American Philosophers. The ideology of the Revolution seem 
similar to Big Boss’s when he establishes Outer Heaven and Zanzibarland 
against the West. Big Boss's idolization as a noble warrior and leader also 
parallels Cuba’s post-Revolution valorization of Castro and Guevara. 





The American National Advisory Committee for Aeronautics (NACA) 
founds NASA in order to accelerate America’s aeronautical research and 
space exploration programs. However, the results of NASA‘s research 
extend well beyond hands-on astronomy. Research findings travel from 
NASA to defense research labs, who then apply those findings to military 
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ends. These exchanges become classified as black projects. 
One of Solid Snake’s supporters in MG1, Schneider, returns home from 
Outer Heaven’s destruction and volunteers for a NASA experiment. The 
black project aims to create a military unit dubbed the Extraterrestrial 
Environment Special Forces. Flex armor and reflex-enhancing drugs 
make Schneider into a deadly combatant. He offers his strength to Big 
Boss during the Zanzibarland Riot, assuming the codename Black Ninja. 
His technological enhancements seem to serve as a foundation for the 
cybernetic strengths lent to subsequent ninjas in the Metal Gear Saga. 


1960 

Russian gunners shoot down an experimental American surveillance 
aircraft (codenamed the U-2) as it illegally flies through Soviet airspace. 
America denies that the U-2 gathers intelligence, but quickly admits the 
truth once the Soviets publicly describe the crash results. The U-2 scan- 
dal increases Soviet attention to airspace violations. 

The opening movies of Virtuous Mission and Operation Snake Eater 
evoke a sense of the U-2’s crash and sandal, giving MGS8 a distinct 
sense of its setting. Soviet and American relations tense when Major 
Zero’s plane flies through Soviet airspace on an espionage mission, and 
Naked Snake returns for Operation Snake Eater in an experimental drop 
capsule that looks like a falling plane. The landing, destruction, and later 
discovery of Snake’s drop capsule lets Khrushchev know that America 
has followed through with its promise. 


METAL GEAR SOLID 3 








Khrushchev announces the transportation of Soviet missiles into Cuba as 
a gesture of resistance to American foreign policy. 

In MGS3, Major Zero implies that Khrushchev mobilizes the missiles 
specifically in response to America’s assistance with Nikolai Sokolov’s 
defection. 





Two NSA cryptanalysts, ADAM and EVA, feign defection to the Soviet 
Union. Naked Snake must meet them near the ruined factory where 
Sokolov had been detained. ADAM doesn’t show at the rendezvous 
point, and the woman identified at EVA simply pretends to be the former’ 
NSA agent. 


1961 

A new kind of imperialism emerges during the Cold War through first- 

world political endorsement of third-world politicians. Cuban President 

Batista’s was one such politician. His expulsion following the Cuban | 
Revolution significantly weakens America’s influence in Cuba, and their | 
diplomatic relations finally end. r 








<—— President Kennedy falls into disfavor with the Philosophers, likely for hav- 
ing compromised their control over a territory so close to America that 
holds political ties with the Russian Philosophers. 

During Khrushchev and President Johnson's conversation in MGS3, 
Khrushchev mentions that his political problems increased after Kennedy’s 
death. Kennedy’s good relationship with Khrushchev and his tacit accep- 
tance of Communist Cuba strongly implies that Kennedy works with the 
Russian Philosophers rather than against them. 












Sokolov plays a key role in developing the multi-engine rocket that pro- 
peled the Soviet spacecraft Vostok-1. Yuri Gagarin boards Vostok-1 and 
becomes the first man in space. 

As Gagarin ascends, he whistles a patriotic Russian song that runs, 
“The Motherland hears, the Motherland knows where her son flies in the 
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sky.” The Soviet government rewards Sokolov for Vostok-1’s success and 
puts him at the head of his own design studio. 





Alan Shepard pilots the first sub-orbital flight. The Freedom 7 mission is 
one of the few occasions thus far when America beats the Soviets to a 
space race milestone. 





Construction of the Berlin Wall begins at Joseph Stalin’s behest. It is 
initially viewed as a barricade to repel NATO spies, but East Germany’s 
deteriorating quality of life under Communist rule turns the Berlin Wall 
into a barricade that prevents East Germans from escaping to the West. 
In NATO countries, the Wall becomes a symbol of the Communist crimes 
during the Cold War. 
When Sokolov communicates his desire to defect to the US, Major -—--> 

Zero helps him and his family slip through the Berlin Wall's border patrol. 





The US Army founds the Green Berets, also known as the US Special 
Forces. They specialize in unconventional warfare, counter-terrorism, and 
sabotage operations. 

Several characters in the Metal Gear Saga have served with the Green 
Berets, including Solid Snake, Roy Campbell, and Big Boss. Big Boss 
usually appears wearing his beret as FOXHOUND’s iconic commander. 
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The Soviet Union tests the largest nuclear weapon ever built over the 
Arctic Island of Novaya Zemlya. The Soviets mainly intend to intimidate 
their enemies rather than test the bomb for use in live warfare. 

The bomb’s developers nickname it “Ivan.” Ocelot is known by some as 
“Crazy Ivan,” and Major Zero informs Naked Snake that Ivan is the Russian 
equivalent of “Jack,” the name of both Naked Snake and Raiden. 





An American U-2 surveillance plane discovers Soviet missiles in Cuba. W LAUNCH SITE 2 

Two weeks after the reports first circulate in America, President Kennedy + 

concludes that Cuba will not threaten the US with nuclear war. International 

tensions still grow, however, because of trade embargoes to Cuba from 
the US and America’s increased surveillance efforts. 

Tensions also grew between America and the Soviet Union. In the event 
that the Soviets attacked American soil from Cuba, President Kennedy 
readies nuclear arms in Turkey to retaliate. Khrushchev and Kennedy 
finally agree to uninstall each of their stand-by missiles and work towards 
more peaceful resolutions. 


















V NOVEMBER 1962 





The Metal Gear Saga provides an alternative account of the Cuban Missile 
Crisis during MGS3. Major Zero explains that the Soviets install missiles in 
Cuba specifically to coerce the United States into returning Sokolov, who 
had defected to the US just one month earlier. Kennedy and Khrushchev 
only agree to disarm when the US returns Sokolov. 

In MPO, Roy Campbell explains that Russia refocuses its resources to 
build a nuclear missile base on San Hieronymo Peninsula after removing 
its IRBMs from Cuba. The Strategic Arms Limitation Treaty later forces 
Russia to abandon the territory. 


Valentina Tereshkova boards Vostok-6 and becomes known as the first 
female cosmonaut. 

In MGS3, The Boss explains that she herself had been the first woman 
in space and that she had been chosen because she was already sterile. > 
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Soviet and American leaders sign the Hot Line Expansion Agreement, 
which established a direct communication link — a “Hot Line” — between 
the nation’s leaders. 

In MGS3, President Johnson answers a Hot Line call from Khrushchev 
regarding the detonation of an American nuclear device on Soviet soil and 
the presence of an American plane in Soviet airspace. 





America, the Soviet Union, and the UK sign the Partial Test Ban Treaty at 
the Grand Kremlin Palace. The Treaty forbids all above-ground nuclear 
tests to decrease the excess nuclear falloust in the atmosphere. 

The Treaty’s restrictions make above-ground nuclear explosions (such 
as the Davy Crockett missile that Volgin fires) even more conspicuous. 





President Kennedy is assassinated, as is the man arrested for the crime, 
Lee Harvey Oswald. Some blame the assassination squarely on the 
Philosophers, but no evidence connects them to the crime. 





The movies 007: Dr. No and The Great Escape appear in theaters. Both 


films heavily influence the feel and set-pieces of the ~ JAMES BOND 


Metal Gear Saga games. 007" 

The Great Escape provides a model for the series’ jad vine ot 
jailbreak sequences. Major Zero briefly changes his Wii \iea ti 8 
codename to Major Tom during Virtuous Mission. He w= tt iret 
claims that it refers to one of the three escape holes 
employed in The Great Escape. 

007, James Bond, lies at the heart of MGS from the 
Cold War intrigues to the lone intelligence operative to 
the freakish supervillains. MGS3 players can unlock a 
Bond-style tuxedo after beating the game once, and 
MGS1 players can do the same after earning both 
Meryl’s and Otacon’s endings. 


1964 
The US Department of Health announces that cigarettes cause lung 
cancer. 

Naked Snake’s life meter likewise drops when he smokes his cigar in 
MGS3. Solid Snake smokes without consequences in MG1 and MG@2, but 
smoking drops his life meter in MGS1 and MGS2. 

Metal Gear Saga fans have often wondered how Snake lights his ciga- 
rettes when he never brings a lighter. Early in the series, Snake smokes 
Lucky Striker cigarettes that light when Snake bends the tip and go out 
when he bends the filter. Big Boss’s cigars need fire to light, so it’s no 
small irony that Snake kills him with aerosol and a lighter. 





North Vietnam attacks two American ships without warning at the Gulf of 
Tonkin, but America’s Congressional requirements to take military action 
delay military response. In order to deploy troops more quickly during 
states of emergency, America adopts the Gulf of Tonkin Resolution. This 
grants the President power to mobilize military units without congres- 
sional approval. 

Some believe that the Resolution is a convenience to the Philosophers, 
granting their access to the US military through the President. Subsequent 
Presidents use the Resolution as legal precedent to pursue military cam- 
paigns without Congressional approval. 





Operation Snake Eater commences after Virtuous Mission fails (MGS39). 
Virtuous Mission has two goals: rescue the Soviet scientist Nikolai 
Sokolov and prove the effectiveness of solo sneaking missions to the 
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€H Johnson awards Naked Snake the Distinguished Service Cross and the 


<4 Gear REX in MGS1. DARPA Chief Donald Anderson goes from Liquid’s 




































CIA. Naked Snake infiltrates the eastern Soviet Russia alone, with radio 
support from his commanding officer (Major Zero), his medical staff 
(Paramedic), and his former mentor (The Boss). The mission fails when 
The Boss defects, appears to kill Naked Snake, kidnaps Sokolov, and 
secures the nuclear tank called the Shagohod. She and the re-formed 
Cobra Unit bring the spoils to Volgin, their new Soviet comrade. Volgin 
sadistically fires an American nuclear missile at Sokolov’s former research 
facility, and America is blamed for the explosion. Naked Snake and Major 
Zero are charged with treason for the mission’s failure. 

In order to prove that America hadn’t detonated a nuclear device in 

Soviet Russia, Naked Snake accepted Operation Snake Eater. He returned 
to the Soviet jungle with three objectives: defeat the Cobra Unit, destroy 
the Shagohod, and kill The Boss. 
However, Operation Snake Eater is a military cover for Naked Snake’s 
actual mission: to recover the Philosopher’s Legacy, a gigantic sum of 
money pooled by the original Philosophers before the last founding mem- 
ber died in the 1930s. Colonel Volgin, The Boss's Soviet accomplice, pos- 
sesses the microfilm that tells the Legacy’s location. 

During the mission, Snake meets EVA, a spy from the Chinese 
Philosophers. She masquerades as a double agent with the NSA and 
KGB, and she helps Snake complete his mission. After Naked Snake 
beats the Cobra Unit, destroys the Shagohod, and kills Volgin, he fights 
The Boss to the death. With her last breaths, The Boss gives Snake the 
Legacy microfilm to return to America. 

Back in the the US, EVA reveals that The Boss had given her life for the 
Legacy but couldn’t tell Snake about her real mission. EVA takes what she 
believes is the Legacy microfilm and returns to China; however, The Boss 
had given EVA a decoy. 





Though some of the money cannot be located, most of the Legacy arrives 
in America. 
The American Philosophers’ resurgence as the Patriots is imminent. 





For having cleared America’s name and defeating The Boss, President 


title “Big Boss.” 

Snake avoids the title until his later military career. By the time he leads 
the Outer Heaven Revolt, he has accepted “Big Boss” not just as his title 
but as his name. 

If a player completes any of the Metal Gear Solid games with no alerts, 
no enemy kills, few saves, no rations, no continues, and within a set time 
limit, the game awards him the codename “Big Boss.” 


America begins a three year bombing campaign of North Vietnam known 
as Operation Rolling Thunder. 





Sigint joins the Advanced Research Projects Agency (ARPA) at the US 
Department of Defense. Later renamed DARPA, the agency is responsible 
for funding and researching new military technology. 

DARPA supports Armstech’s development of the black project Metal 


prisoner to Ocelot’s victim during FOXHOUND’s mutiny. Ocelot claims 


to have killed the DARPA Chief because he knew Ocelot’s true identity, 
leading some to speculate that Sigint and the DARPA Chief are the same 


person. 


The Complete Guide to Metal Gear Solid 


Medical research reveals that many people die annually due to slow medi- 
cal responses to emergencies. The US Department of Transportation cre- 
ates the Emergency Medical Service response system (EMS). The EMS 
moves patients quickly from the scene of injury to a medical facility, 
greatly improving the rate of survival. 

In MGS8, Paramedic explains the need for an EMS system with trained 
doctors present to administer on-site emergency care. Naked Snake’s 
Fulton Escape System serves as a kind of makeshift EMS vehicle. 





Czechoslovakia’s twenty years of Communist rule see capitalist elements 

such as personal freedoms and market systems emerge from the social 

and economic reforms of socialist leaders. These developments distress 

hard-line Czech Communists who request that the Soviet Union invade 
Czechoslovakia to restore pure Communist rule. 

Leonid Brezhnev, Khrushchev’s successor in Soviet politics, mobilizes r——> 

Warsaw Pact military forces and completely overruns Czech life. The 

Soviet ambassador to the United Nations argues that the Soviet Union 

has responded to Czechoslovakia’s call for help, making UN intervention 

illegal. 
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Recordkeepers notice the steady disappearance of nuclear arms and 
supplies, hinting at the presence of a large, well-organized black mar- 
ket. Concern over the displaced nuclear arms prompts America and the 
Soviet Union to begin the Strategic Arms Limitation Talks (SALT) where 
they discuss how to decrease their nuclear stockpiles. The Soviet Union 
abandons its missile base on San Hieronymo Peninsula, along with the 
military guard units stationed there. 





The illegal acquisition and sale of nuclear materials make uprisings like 
the Outer Heaven Revolt possible. Likewise, the growing number of aban- 
doned professional soldiers without national allegiance leads to merce- 
nary groups for whom Big Boss built Outer Heaven. 





EVA disappears in Hanoi, one of President Nixon’s most heavily bombed 
theaters of the Vietnam War. Many assume that EVA dies in the war, but 
she survives and goes by the codename “Big Mama” when she appears 
in MGS4. 


METAL GEAR PORTABLE OPS 


America’s Project Apollo puts the first men on the moon, making 
Neil Armstrong and Buzz Aldrin household names. 

The iconic American flag against the moon’s black sky symbol- 
izes the colonial elements of the space race. 





The US Department of Defence and ARPA create ARPAnet, a 
comptuer system for storing, retrieving, and communicating 
intelligence data. ARPAnet later enters the civilian world as the 
internet. 

MGS2 explores how the Patriots can censor the internet in 
order to control culture and history. This suggests to some that 
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<— 4 similarity to the way the Psycho Mantis used psychic powers to influence 





















































the development of ARPAnet was a deliberate lead-up to the Patriots’ 
control of society. However, Emma Emmerich explains that the Patriots 
percieve the internet as a threat to their anonymity. They react to unpre- 
dictable circumstances just as the rest of the world does, despite their 
claims other wise. 

ARPAnet’s evolution into the internet does, however, illustrate how 
the international conflicts of MGS3 create MGS2’s battle for information 
control. 


Seattle, Washington, introduces the first paramedic system. 

In MGS3, Paramedic explains her plan to have on-site medical staff 
assist a wounded soldier during his transportation to a hospital. Naked 
Snake acts as his own paramedic through MGS3’s CURE System. ——_ 

Paramedic’s military medical plans become a fact of civilian daily life, 
They are yet another example of the way that war in the 20th century 
defines the shape of society. 








The Soviet defensive military units abandoned at San Hieronymo 
Peninsula become an example of one of the Cold War’s worst byprod- 
ucts: professionally trained soldiers who cease identifying with the nation 
that trained them. In other words, the Cold War gives birth to the largest 
class of mercenaries in history. 

Major Zero’s FOX Unit likewise lose faith in their nation’s interests, but 
they do so under the influence of their hypnotic leader, Gene. The FOX 
Unit teams up with the disowned Russians to occupy the former Soviet 
base. In the process, they confiscate an experimental weapon developed 
out of the Shagohod’s ashes: Metal Gear RAXA. 

Gene’s soldiers kidnap Snake and imprison him on San Hieronymo 4 
Island, looking for the remainder of the Philosophers’ Legacy that hadn't 
been location on the microfilm from MGS3. Snake escapes from prison 
with a Green Beret, Roy Campbell, whose unit has been destroyed in an 
effort to stop the FOX Unit. Snake and Campbell kidnap soldiers from 
both the FOX Unit and the abandoned Russians, persuading them to join 
Snake’s mission to stop Gene. 





Over the course of events, Snake learns that Gene is the subject of the 
Successor Project, an effort to condition a soldier with The Boss's lead- 
ership qualities. Gene’s voice attains a hypnotic quality capable of influ- 
encing people’s actions. His ability to vocally control his troops bears 


the Genome Army. 

Big Boss proves himself a true leader by earning his men’s respect and 
devotion through courage and trust, whereas Gene coerces his men with 
abuse and fear. Their differences appear most dramatically when Gene +—————> 
commands a hangar full of soldiers to kill their comrades and themselves. 
The scene markedly resembles one from MGS4 trailers wherein Ocelot’s 
order results in PMC soldiers doing the-same. 

From San Hieronyme Island, Gene plans to launch several nuclear war- 
heads at America with Metal Gear RAXA. Because RAXA‘s missiles will 
not appear on radar, NATO powers will attack members of the Warsaw 
Pact in response. During the new world war, Gene will found Army’s 
Heaven, a nation of mercenaries and a bastion of resistance against the 
Philosphers’ control. 

However, Gene does not dream of world liberation. He desires the same 
power as the Philosophers. Army’s Heaven will create a superior breed of 
soldier and enable the nation to control history. » 
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Naked Snake defeats Gene, ends the Successor Project, and proves 
himself The Boss's true heir. Gene gives Snake the incredible sum of | 
money that he had set aside to found Army’s Heaven. When Snake grows | 
to identify himself as Big Boss, he uses the money to found Outer Heaven, | 
a revision of Gene’s dream. 

In the meanwhile, the Philosophers decide that soldiers cannot be 
made superior by training or conditioning alone. Using Snake’s victory ) 
over Gene as a guide, they change their focus to genetics and initiate 
the cloning experiments that later give birth to Solid, Liquid, and Solidus 
Snake. 





Major Zero disbands the FOX Unit following their treason. Survivors 
from San Hieronymo Island band together and form another mercenary 
organization. 

The FOX Unit becomes a new breed of mercenary outfit. Possessing 
more than military skills and order, they are trained in espionage and dis- 
ruption tactics, making them a more valuable commodity during the Cold 
War. 


The Soviet Union launches Salyut-1, the first space station. Beaten in the > 
race to land on the moon, the Soviets establish a new lead in the space 
race. 

Previous ventures outside the atmosphere were short-term and limited, 
while the space station gives the Soviets an installed presence. This gives 
the Soviets the advantage not only in terms of espionage but also in psy- 
chological terms. Sleep does not come easily when you know that your 
enemy is always over you. 








Big Boss establish FOXHOUND in order to exterminate the renegade FOX 
Unit. FOXHOUND is the first American counter-terrorism unit formed to 
fight terrorists trained by the American military. FOXHOUND’s first mission 
highlights another byproduct of the Cold War: national efforts to extermi- 
nate military organizations that the nation has helped to establish. 

Members of the same nationality traditionally only fight each other dur- 
ing civil wars. The battles between FOXHOUND and the FOX Unit more 
closely resemble the state of war in the 21st century, when PMCs fight 
regardless of their enemies’ national identity. 


NASA’s Project Apollo ends with Apollo-17. The space race shifts from -—> 
a series of one-shot expeditions and becomes an effort to establish and 
sustain national presence outside the atmosphere. 





Secret research efforts attempt to clone the human body. The research’s 
purpose is not to understand life, but to discover a method that can reli- 
ably produce a superior breed of soldier. Big Boss is recognized as the 
greatest living soldier, and he is chosen for the project’s material base. 








Cloning efforts fail until the Les Enfents Terribles Project gives birth to 
Liquid and Solid Snake, the Sons of Big Boss. 





America launches the space station Skylab, a facility based on Wernham > 
von Braun’s designs for an orbital laboratory. While the Soviet Salyut-1 
was designed to test certain launch elements and procedures, Skylab is a 
facility designed to conduct extraterrestrial science experiments. 
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America withdraws ground troops from Vietnam. Since the Metal Gear 
Saga portrays the Cold War as a struggle between the Philosophers’ 
descendants, America’s failure in Vietnam would appear to signify 
a loss for the American Philosophers. Given that Ocelot kills the 
Philosophers in MPO, it remains uncertain whose motivations direct 
American military action. 

In addition, the remains of the Vietnam War create an entirely new 
cache of mercenaries out of POWs, stranded US soldiers, and dis- 
banded Viet Cong. 


€——— Richard Dawkins publishes The Selfish Gene. The controversial book 


claims that evolution operates on a genetic level. It argues that bio- 
logical organisms exist for the sake of genes, and genes use organ- 
isms as a way of making more copies of themselves. The idea can be 
summarized as, “A chicken is how an egg makes more eggs.” 

Dawkins views traditionally moral or ethical actions, such as altru- 
ism, as a person’s genes controlling him to save others who share his 
genes. Liquid Snake shares this worldview with Solid Snake before 
their fist fight atop Metal Gear REX in MGS1. It is his justification for 
helping the soldiers in the Genome Army receive gene therapy. 

Dawkins’ book supports a new philosophical direction for biological 
research. Previous efforts to understand human identity were spiritual, 
political, or philosophical, but The Selfish Gene claims a materialistic 
view of humanity. Naomi Hunter shares this view in MGS1, as she 
tries to know her parents through her genes. 
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<——— America establishes Delta Force, also based off the British SAS, 


which conducts counter-terrorist and intervention operations. 
Roy Campbell is the only character in the Metal Gear Saga known 
to serve in Delta Force. 


The Soviet Union invades Afghanistan to support Marxist leaders and 
preserve Soviet influence in the region. The Soviets’ eventual loss has 
led some to compare it to America’s failure in Vietnam. 

The presence of Soviet troops near oil-rich areas prompts the US 
to intercede, effectively ending the SALT agreement. America contrib- 
utes weapons to the Afghan resistance, which includes members of 
the Islamic Revolution. America also sells weapons to Saudi Arabia, 
Israel, Egypt, and Iraq, and the US encourages its allies to do like- 
wise. This revives in miniature form the arms race seen earlier during 
the Cold War. 

Most resistance to the Soviets comes fom Afghan guerilla fighting 
and regional warlords. The success of anonymous local fighting forces 
bears similarity to the work envisioned by Gene’s Army’s Heaven and 
which Big Boss undertook while building Outer Heaven. 


America launches Columbia, the first space shuttle. 

The space shuttle represents a new direction in space technol- 
ogy. Engineering works to create flexible materials that can adapt to 
various circumstances rather than serve only one function. The space 
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shuttle balances the virtues of a space station and a single-flight vehicle. 
It can undertake exploratory missions, like Project Apollo, yet is capable 
of sustained operation in orbit, like the Skylab facility. 

This redirection resembles growth patterns seen elsewhere in the Metal 
Gear Saga. Metal Gear REX combines the Shagohod’s stealth attacks 
with the mobility of later Metal Gears, and Solidus Snake represents a 
flexible balance between Liquid and Solid. 


The Falklands War between the UK and Argentina begins. The traditional 
association between warfare and nationality continues to erode, as it had 
in Vietnam, since neither Argentina nor the UK Officially declares war. 

The SAS becomes active to a degree that it hasn’t seen since the 
Second World War, proving exceptional in sabotage and information 
gathering. Its effectiveness reaffirms the value of special force units in 
prolonged conflicts. 

Falklands War veterans who suffer from Post-Traumatic Stress Disorder 
(PTSD) receive next to no treatment, leading many of them commit sui- 
cide or otherwise destroy themselves. Disgust with national neglect of 
soldiers contributes to Big Boss’s dream of Outer Heaven. 


President Reagan announces the Strategic Defense Initiative (SDI), more >} 


commonly known as “the Star Wars Defense System.” It looks to replace 
the New Look Policy as America’s nuclear defense strategy. The SDI 
would track incoming missiles via satellite, and satellites would direct 
anti-ballistic missiles toward the threats. 

While SDI never goes into operation, its legacy lies in its research and 
technological developments. Its offspring includes the hypervelocity 
railgun, which converts electrical charges into enough physical force to 
launch an object. SDI planners plan to fire anti-ballistic projectiles using 
railguns, but railgun technology remains theoretical at the time of SDI. 

Hal “Otacon” Emmerich incorporates a railgun into the design of Metal 


<—i Gear REX. Solid Snake initially doesn’t believe Otacon when he claims 


ignorance of REX’s nuclear purposes, and Otacon’s choice of a railgun 
lends credibility to his claim. 





MGS2’s Fortune uses a miniature railgun to attack Raiden during MGS2. 
The railgun emits an intense aura of electricity when it fires, causing 
seagulls to fall dead around Fortune as she attacks SEAL Team 10. The 
fact that she can use it and survive testifies to her invulnerability. 


America’s space shuttle program stalls due to the Challenger disaster. A 
small technical oversight in the fuel system causes the ship’s framework 
to come undone and fly apart. Though the ship itself does not explode, 
the fuel quickly burns in an open fireball and gives the appearance of an 
explosion. 

The disaster itself hurts NASA less than its silence to the press. With no 
official word, the press runs speculative pieces that create public beliefs 
about the event. The combination of secrecy and tragedy leads many 
Americans to question the Space Program’s purpose and necessity. 

The disaster also underscores an unsettling reality of Cold War tech- 
nology. Everything must operate as planned in order for a project to work, 
whether it is a space shuttle or an arms race. One crack in the overall 
picture destroys the picture, as the arms race leads to the idea of mutually 
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assured destruction. 

This weakness in the Cold War’s legacy recurs in the Metal Gear Saga 
when military units ordered to guard black projects turn around and steal 
them instead. 





The Soviet Union launches the space station Mir, which later holds record 
as the longest human facility in orbit. Over time, it becomes a symbol of 
international cooperation as it docks shuttles from many different nations, 
including America. Mir gains a legacy of international unity, despite having 
been a product of the Cold War. 





A global research effort unites when America proposes the Human 
Genome Project. 

In MGS2, Emma Emmerich explains that the Patriots have erased _—> 
knowledge of certain genes from the Human Genome. By 1986, the 
Les Enfents Terribles project has demonstrated that the Patriots know 
enough about human genetics to create clones of Big Boss with different 
traits. Their secret knowledge gives them a position of power as they can 
direct the Human Research Project away from the genes that they wish 
to remain unknown. 

While the Human Research Project appears to put genetic research 
in the global community's hands, it seems more like a Patriot attempt to 
control scientific information. 
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The Soviet Union officially announces the Chernobyl nuclear disaster. 
As with the Challenger disaster, fault lies in maintenance oversights. 
The explosion irradiates the surrounding area and beyond as irradiated 
objects and people leave the area. 

Similar to the Challenger disaster, Chernobyl makes evident the poten- 
tial threat to human life offered by Cold War technology. The violence 
of its destruction recalls the fact that nuclear power was born from the 
needs of war. 


The Berlin Wall falls. 

NATO hope rekindles that the Warsaw Pact will dissolve, ending the 
Cold War in their favor. The division between East and West that MGS3 
attributes to the Philosophers’ breakup begins to heal, but not in the way 
that Volgin had hoped. America dominates as the international wound 
closes, suggesting the fulfillment of The Boss’s desire to heal the world. 
As Ocelot notes in MPO, the Patriots arise from the Philosophers in order 
to make the world she envisioned into a reality. 





lraq invades Kuwait. 

<——“It partly bases its decision upon Saddam Hussein’s belief in an American 
conspiracy against Iraq. Hussein suspects a secret international effort 
to weaken and destabilize his political position, and he views America’s 
strong relations with Kuwait and Saudi Arabia as signs of encroaching 
doom. 

The practical justification for the invasion is oil. Iraq's economy suffers 
heavily when Kuwait increases the price of oil, and Iraq believes that an 
amount of Kuwait's oil is drilled from lraq territory. 

Given the Philosophers’ repeated interference with political leadership 
in the past, Hussein’s paranoia becomes fitting and strangely believable 
in the Metal Gear Saga. However, the connection between oil and Iraq’s 
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national economy underscores the fact that Cold War developments favor 
the nations that can afford to exist in a world with Cold War demands. 





East and West Germany reunify. 

East Germany — representing the international split and the Warsaw 
Pact — dissolves. The international trauma following World War II begins 
to heal. 


1991 


The United Nations authorizes a coalition force of 34 nations to attack 
Iraq in response to lIraq’s invasion of Kuwait. The coalition force defeats 
lraq and liberates Kuwait. 

The relative severity with which the Western world punished Iraq for 
invading Kuwait highlights oil’s central position in the Cold War economy. 
Western political power, particularly the Patriots, has previously domi- 
nated through superior technology, and its dependence upon outside 
materials reveals a weakness in its superior standing. 

lraq’s military activity parallels the mercenary actions of soldiers trained 
and later forgotten by their countries. Iraq had received arms and training 
during the Soviet-Afghan War, and it in turn uses those resources against 
the West. 

The Patriots use the Gulf War as an opportunity to run gene therapy 
experiments on American soldiers. The aftereffects of these experiments 


are known as Gulf War Syndrome. > 





Soviet Union collapses, and the Commonwealth of Independent States 
(CIS) rises in its place. The Cold War officially ends. 

Stockpiles of nuclear missiles and warheads from the broken Soviet 
Union move more quickly onto the black market. Like mercenaries, 
nuclear weapons lose national identity and help usher the world into an 
unstable state of war. 


1994 
America adopts the Strategic Arms Reduction Treaty II (START-2), ban- 
ning the use of ICBMs. 

Although ratified, START-2 is never entered into effect. In MGS1, 
Armstech President Kenneth Baker uses the treaty’s non-binding resolu- 
tion to justify development of Metal Gear REX. 


1995 

The United Nations adopts the Comprehensive Test Ban Treaty. It obliges 
its signers not to partake in any kind of nuclear test or explosion, and to 
actively discourage nuclear tests of any kind. 





Outer Heaven revolts. 

Big Boss trumps the Patriots by capitalizing upon the unchecked 
excesses of the Cold War. He establishes a nation of mercenaries, war 
veterans, and disowned national soldiers to realize his own version of the 
dream that Gene described in MPO. 
However, Big Boss keeps his identity as Outer Heaven's ringleader 
secret and still operates as FOXHOUND’s commanding officer. He 
sends his best agent — Grey Fox, whom he knows all the way from San 
Hieronymo Peninsula — to infiltrate Outer Heaven as a military gesture. 
When Grey Fox’s communication ceases, he sends a rookie member of 
FOXHOUND to recover Grey Fox and complete his mission. That rookie 
is his own cloned son, Solid Snake. 

Solid Snake rescues Grey Fox and learns that Outer Heaven possesses 
the latest iteration of the Metal Gear Saga’s doomsday machine, Metal 
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Gear TX-55. Snake locates Metal Gear’s engineer, Dr. Pettriovich Madnar, 
and learns Metal Gear’s location. 

Having maintained communications with Big Boss during the whole 
mission, Snake discovers a series of calculated traps planned for his 
arrival. Past these, he discovers that the prototype Metal Gear has not 
yet been activated. Snake evades the hangar’s laser defense system and 
sabotages Metal Gear, only to find Big Boss in the next room. 

Solid Snake leaves Big Boss incapacitated and escapes the base as 
Outer Heaven enters a self-destruct sequence. While Solid Snake has 
suppressed one threat to global stability, he has unknowingly done so in 
the service of another — the Patriots. 


1999 
Native insurgency overthrows the government of Zanzibarland, a small 
East European nation, and establishes a new nationalist regime. These 
changes go unnoticed by the international community until Zanzibarland 
agents kidnap Dr. Kio Mary, a scientist who possesses the formula for 
OILIX. 

The Gulf War has established the threat that oil shortage poses to the 
Patriots and the larger world, and OILIX promises to remedy the lack of 
energy resources. Investigations track Dr. Marv to Zanzibarland where 
they discover an old threat. Big Boss, having survived Outer Heaven's 
destruction, reigns as Zanzibarland’s commander, and he possesses an 
operative upgrade of Outer Heaven’s trump card, Metal Gear D. 

Under the command of Big Boss’s old combat buddy Roy Campbell, 
Solid Snake infiltrates Zanzibarland as his final mission for FOXHOUND. 
During his mission, he reunites with one of his mission support contacts 
from Outer Heaven, Schneider, who has entered Big Boss’s service. 
Schneider only speaks praise for Big Boss in his dying moments, a con- 
fession that Solid Snake will hear many times over his career. 

Solid Snake’s exploration of Zanzibarland reveals a disturbing pres- 
ence: children. Whereas Big Boss’s dream in Outer Heaven had been to 
give soldiers a place to call home, Zanzibarland also collects war orphans 
to nurture into future mercenaries. Big Boss's creation of young killers 
occurs in the future when Solidus Snake commands a platoon of child 
soldiers during the Liberian Civil War, one of whom becomes MGS2’s 
protagonist, Raiden. 

Snake locates and defeats Metal Gear D, but catches fire during the 
machine’s explosion. He strips to clear his body from the flames, and 
afterward finds himself fighting Gray Fox hand-to-hand. Snake leaves his 
former comrade incapacitated and discovers Big Boss nearby. Using only 
the resources nearby, Solid Snake builds a makeshift flamethrower from 
an aerosol can and a cigarette lighter, then burns Big Boss to death. 

Snake escapes Zanzibarland and retires to Alaska to nurse PTSD with 
liquor. After his escape, the Patriots enter Zanzibarland and retrieve Big 
Boss’s body for future experimentation. 


METAL GEAR SOLID 1 


UK scientists clone a sheep’s somatic cell. mM 

The Patriots’ control their hoard of genetic information just enough to 
protect their secrets while giving the global science community a sense 
of progress. 


2000 

A joint team of Japanese, American, and European scientists announce 
the mapping of the human genome. The world reaches the state of the 
Patriots’ technology dating from 1972. be 
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Multiple terrorist attacks hit America on September 11. 
Nations launch a multilateral strike upon Iraq. 


The potential threats from the Cold War again merge when FOXHOUND 
and the Genome Army revolt and seize a weapon disposal facility on 
Alaska’s Shadow Moses Island (MGS1). The revolution involves special 
ops units, genetic engineering experiments, nuclear weapons develop- 
ment, and space race technology, bring the material effects of the Cold 
War into one climax. 

Solid Snake is brought out of retirement to serve again under Colonel 
Campbell. He learns during his briefing that FOXHOUND’s leader is his 
twin brother from the Les Enfents Terribles project, Liquid Snake. 

Ocelot — son of The Sorrow and The Boss, as well as mastermind 
behind the Patriots rising from the Philosophers’ ashes — suggests to 
Liquid Snake that they can use the incident to publicize and topple the 
Patriots. While the Patriots’ destruction interests Liquid, he is more inter- 
ested in surpassing Big Boss and successfully establishing Outer Heaven 
anew. 

As Solid Snake rescues high-profile hostages, he learns that the facil- 
ity does not dismantle nuclear warheads but instead houses Metal Gear 
REX. His rescue targets then die unexpectedly, apparently from heart 
attacks. 

As before, Solid Snake subdues the renegade militia and disables 
Metal Gear. However, before his final battle with Liquid, he learns that 
his mission is a cover for his actual objective: to bring each member of 
FOXHOUND into contact with a genetic virus called FOX-DIE. 

After defeating Liquid in hand-to-hand combat and escaping the facil- 
ity, Snake watches Liquid as the virus stills his beating heart. Not knowing 
when FOX-DIE will attack him, too, Snake leaves Shadow Moses Island 
in search of a more peaceful life. 


METAL GEAR SOLID 2 


The documentary In the Darkness of Shadow Moses becomes a best- 
seller. Written by Natasha Romanenko, Snake’s weapons analyst in 
MGS1, it explains the mission’s events from her perspective as a distant 
observer. The book publicizes Solid Snake, who becomes known as a 
public hero, and hints at the Patriots’ existence. 


Snake and Hal “Otacon” Emmerich, the designer of Metal Gear REX, 
form an anti-Metal Gear organization known as Philanthropy. Acting on 
an anonymous tip, Snake infiltrates the oil tanker USS Discovery on the 
Hudson River, in search of the new Metal Gear RAY (MGS2). 

Russian mercenaries arrive onboard moments after Snake, confiscating 
the ship with the intent to steal RAY. Snake locates RAY and finds Ocelot 
from Shadow Moses Island at the heart of the hostile take-over. When 
Snake confronts Ocelot, he learns that Liquid Snake has survived spiritu- 
ally through a forearm grafted onto the limb that Ocelot lost in MGS1. 


<—— Liquid-Ocelot steals Metal Gear RAY and sinks the USS Discovery in 


Manhattan Bay. Photographs show Solid Snake on the tanker moments 
before it sinks, and the Patriots use these images to defame Snake 
publicly. 
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ETAL GES 


The Patriots send an identical tanker to the spot where the USS 
Discovery sank, sink it, and create a plausible story to cover the existence 
of Metal Gear RAY. 

They begin construction of the Big Shell Oil Facility, an off-shore rig 
reportedly designed to purify Manhattan Bay. However, the Big Shell 
serves as a cover for the construction of a newer menace, Arsenal Gear. 


2009 

Rogue counter-terrorism unit Dead Cell attacks the Big Shell during a 
Presidential inspection and kidnap the President. Claiming to have 
brought a nuclear device with them, Dead Cell hold New York in terror 
(MGS2). 

The previously dissolved FOXHOUND returns as Raiden, a former child 
soldier whose memories have been altered through VR Training, infiltrates 
the Big Shell to stop Dead Call. He meets Solid Snake in the process. 
The two team up to bring down the terrorists and their ringleader, Snake’s 
second clone brother, Solidus Snake. 

The Big Shell ultimately breaks apart as Arsenal Gear surfaces. Inside, 
Raiden learns that he has been the test subject for the S3 plan, which 
stands for Selection for Societal Sanity. The Patriots have grown con- 
cerned that the internet can expose their presence, and they have built 
Arsenal Gear’s Al, dubbed GW, as a censoring agent to filter certain ideas 
out of cultural memory. : 

Raiden defeats Solidus Snake atop Federal Hall and vows to discover 
his true identity before the Patriots’ interference. 


Liquid-Ocelot retrieves GW from Arsenal Gear. 


METAL GEAR SOLID 4 


2014 
Solid Snake returns to the battlefield as Old Snake (MGS4). 
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Every game along the Metal Gear series 
branch brings with it a distinct artistic style 
and flavor. The characters themselves indi- 
vidually represent deep emotions and con- 
flicts, making them a ripe breeding ground 
for creative expression of their personali- 
ties. In honor of that artistic talent, on the 
next few pages we've collected some of the 
more varied and stylistic pieces created to 
represent the heroes of Metal Gear. 
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gp, &t firmly in the tradition of spy action stories 


: ae like James Bond, the Metal Gear Saga lets no 

te world crisis go unsolved without eye candy. Yet 
the women of Metal Gear Solid do more than just look 
good. Let’s take a look at the virtues (and assets) of the 
girls who support Solid Snake from a distance and join 
him in the fight. 


MERYL SIL 


L. oll 





Solid Snake encounters Meryl during the Shadow 
Moses Incident as one of the few soldiers on pa- 
trol who refused to participate in Liquid Snake’s 
revolution. Meryl proves just as uncontrollable to 
Solid as she was to Liquid, helping him despite 
his protests otherwise. Snake owes his trade- 
mark SOCOM pistol to her, as she snagged the 
more powerful Desert Eagle handgun from the 
same armory where Snake found his weapons. 
Meryl’s Desert Eagle appears still in action in 
MGS4 trailers. Her growth from a rookie in MGS1 
to the leader of FOXHOUND in MGS4 is marked 
by the change from the PS1 to the PS3. She’s 
lost the red colonial tricorn hairstyle for a more 
detailed, realistic do. 
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Olga is the daughter of Sergei Gurlukovich, Ocelot’s 
distant co-conspirator during the Shadow Moses Inci- 
dent as well as his victim during the Tanker Chapter of 
MGS2. Born to the mercenary life, Olga feels that her 
unit is her family and stays on the tanker despite her 
father’s orders otherwise given that she is pregnant. 
She and Solid Snake fight aboard the tanker, and 
Olga proves as tough as her background suggests. 
Snake emerges victorious, however, and remarks off- 
hand how Olga reminds him of Meryl from MGS1. 
Olga survives the sinking of the USS Discovery 
and appears later during the Big Shell Incident. The 
Patriots steal her child after she gives birth, and she 
must assist their execution of the S3 plan in order to 
save her child’s life. She dons a next-generation exo- 
skeleton and become the cyborg ninja of 
MGS82, ultimately giving her life to save 
Raiden’s. 





Naomi Hunter is Solid Snake’s first nemesis in MGS1, 
though she crafts against him in subtler ways than 
Liquid Snake or the Patriots. She is the sister of Gray 
Fox, Snake’s former combat buddy from MG1 and MG2, 
a fact that her last name hints at. (Gray Fox’s real name 
, was Frank Jeager, and Jeager is German for “Hunter.”) 
Naomi injects Solid Snake with his nanomachines 
for the Shadow Moses Incident as well as FOX-DIE, the 
experimental genetic virus that kills targets with specific 
DNA sequences. Though Naomi initially wants Solid 
Snake dead, she comes to understand him as a human 
being rather than the monster who stole her brother. She 
alters FOX-DIE using Solid Snake’s nanomachines to 
prolong his life. 
Naomi appears working alongside Liquid-Ocelot in 
MGS4, though her specific role is unknown. 
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MEI LING 


Solid Snake greets Mei Ling as a suave flirt in 
MGS1, possibly making him a dirty old man 
before his accelerated aging in MGS4. Mei 
Ling is something of a wunderkind, the genius 
child who invents the Soliton Radar that Snake 
and Raiden use in MGS1 and MGS2. She’s 
also responsible for data management during 
Snake’s mission on Shadow Moses Isla 
saving the player’s game on command with 
quips and proverbs. 

She reappears briefly in MGS2 when 
Otacon messes up her trademark proverbs, 
scolding him for his mistakes. 
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In a former life, PlayStation: The Official Magazine’s predecessor ran a regular column chronicling the 





history, features, and curios of the Metal Gear universe. The depth of the columns was testimony to the 
broad-reaching scope of the world profiled in each game, and touched on numerous fascinating topics. 


To celebrate that history we’ve collected several of the most intriguing insights into the Metal Gear legend. 


GLOBETROTTER 





Around the World in 20 Years 


While many grieve that 

Solid Snake's golden days 

have turned into his golden 

& years, you can't say he 

hasn't earned his silver mane. 
Now 20 years old in an industry 
that’s still only about 35, Snake's 
still doing what he does best, 
with MGS's core essentially intact 
since its 1987 debut. 
Naturally, much of the secret to 
Metal Gear’s success lies in the 
gameplay itself. Ryan Payton from 
Kojima Productions (KojiPro) says, 
“It's hard to underestimate the 
appeal of the stealth action genre, 
which originated with Metal Gear. 
It’s a rare case of a gameplay type 
that’s loved around the world.” And 
the series’ audience has indeed 
been nothing less than the entire 
world. 
Sony’s distribution hasn’t always 
been global, however, making legit 
copies of MGS1 sometimes scarce. 
Artemio Urbina, a Mexican who 
runs a large site devoted to Director 
Hideo Kojima’s work (junkerhq.net), 


notes that MGS1’s Mexican debut 
came mostly through the black 
market. “When MGS1 was released, 
the market here was mainly pirated 
software. You had to import if you 
wanted original stuff, so | never 
saw huge stacks of the game.” The 
Mexican fan base only grew when 
wider-reaching distribution helped 
bring MGS2 to a larger audience. 
Beyond gameplay, many fans 
herald the story and high produc- 
tion values as the main draw, yet 
different cultures dig the games 

for their own reasons. The appeal 
for Mexican players can stem from 
Mexico’s complicated relationship 
with the United States. “The games 
rely strongly upon American politics 
and ideology,” reflects Urbina, “and 
that has a different meaning here. 
American pop culture and Hol- 
lywood cinema influence us, but we 
are also critical of the influence that 
media holds in America. Metal Gear 
criticizes American politics and me- 
dia while also praising a hero born 
from that culture.” 


On top of local reactions, Direc- 
tor Hideo Kojima’s persistent 

effort to say something meaning- 
ful draws players of all national 
stripes. According to Bulgarian fan 
Pavel Simeonov (who runs met- 
algearsolid.org), the main themes 
resonate as strongly in Bulgaria as 
anywhere else. “Kojima uses a lot 
of history, philosophy, and human 
relationships in the stories,” says 
Simeonov. “Even gameplay has a 
moral: do not kill when there are 
other options.” Ryan Payton agrees: 
“Hideo Kojima’s unique vision fuels 
the international appeal of the Metal 
Gear series. Personal experience 
and an undying interest in interna- 
tional movies, novels, and music 
have formed Mr. Kojima’s design of 
Metal Gears world, one that comes 
to vibrant life through the eye of art 
director Yoji Shinkawa.” 

Amid international praise, it’s 
strange that MGS’s Japanese fan 
base is the smallest. In a 2005 in- 
terview with Game Informer, Kojima 
said that the games’ morals that 
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“scold the player” account for the 
cold home reception. What gives 
the series its international appeal 
ironically seems to turn off many 
Japanese. 

Payton explains that Japanese 
opinion doesn’t dominate KojiPro. 
“lm proud of the fact that, un- 

like many Japanese developers, 
Kojima Productions is committed to 
designing games without prejudice. 
Metal Gear Solid is not designed 
only for Japanese, only for Ameri- 
cans, or only for any other country. 
Every day we strive to shed our . 
Japanese-minded idiosyncrasies to 
provide entertainment for gamers 

all over the world. MGS4 represents 

our greatest effort to create a game 

for the global market.” 

Times have changed since MGS1 

and so has the industry, yet Snake’s 

world has stayed solid for 20 years. 

The big question now: will MGS4 

be Solid Snake’s last world tour, 

or does a reunion loom on the 

horizon? 

JAMES HOWELL 
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The politics of Metal Gear 


etal Gear heroes are usually 
easy to spot: look for any 
combination of a beard 
and a chain smoker's growl. (MGS2’s 
Raiden is the exception that proves the 
rule.) As much as we love our Snakes, 
though, it’s the bad guys that give the 
Metal Gear series its distinct flavor. 
Outer Heaven, the perennial Metal Gear 
stronghold, reflects the political aspect 
of the games, and a look at how Outer 
Heaven develops over the course of the 
series reveals just how much the stories 
use real history for their impact. 
Big Boss built Outer Heaven on a 
grudge: he hated how politicians used 
and discarded soldiers. Outer Heaven 
venerated soldiers, giving them a home 
free from betrayal. His dream sharply 
criticized how the American government 
has neglected many of its own soldiers, 
whether enlisted or discharged. “Out 
of sight, out of mind” seems to be the 
rule when we look at homeless Vietnam 
vets, slashed retirement budgets for 
World War II vets, and poor outpatient 
| care given to soldiers home from Iraq at 
Walter Reed Medical Center. Big Boss’s 
Outer Heaven stood in defiance of this 
shameful trend. 
Solid Snake broke Outer Heaven in the 
first 8-bit game, but the dream was far 
from dead. Liquid Snake — MGS1’s 
main villain — turned his Alaskan base 





) into anew Outer Heaven, albeit with 
) big changes. Spurred by hatred for Big 
Boss rather than sympathy for soldiers, 











Liquid wanted to revive the arms race of 
the Cold War. It’s no coincidence that his 
Outer Heaven was also the result of the 
human genome project. From the micro- 
wave oven to our genetic maps, many 
of our scientific advances proliferated 
from staunch efforts to beat the Soviet 
Union during the Cold War. Liquid’s 
Outer Heaven showed that science born 
from war could lead us back to war, with 
higher stakes each time. 

MGS2’s Solidus Snake revived Outer 
Heaven again. He wanted to free history 
from the censorship of the Patriots, a 
shadow government working behind the 
scenes in America. His Outer Heaven 
shows how political figures can control 
the present by hiding the past, justifying 
their actions as “in the people’s interest.” 
The moral was timely, given the game’s 
release after September 11; the Patriot 
Act soon allowed government bureaus 
to skirt civil liberties and access citizens’ 
personal information without oversight. 
Liquid’s Outer Heaven was the darkest 
of the three, so it’s no surprise that 

he will return as kingpin of the most 
controversial para-military organiza- 

tion yet. Outer Heaven will return as a 
mother company in charge of a host 

of Private Military Companies (PMCs). 
MGS4 will focus upon the changing face 
of war in the 21st century — a change 
that’s actually closer to reality than some 
might think. 

PMCs dispatch mercenaries to conflict 
hotspots, fighting for whoever pays 



















the most. War-as-organized- 
business is nothing new, yet 
only now has it come to the 
forefront of American politics. 
PMCs naturally don’t adver- 
tise themselves as merce- 
naries; the official term is 
“security company.” The 
American government 
hires security compa- 
nies for peacekeeping 
operations and inter- 
rogations. Leaked 
reports have raised 
questions about the 
ethicality 

of their soldiers. 
Employees of CACI 
International have 
been involved with 
alleged crimes at 

Abu Ghraib, while a 
gruesome “trophy video” of 
civilian deaths has been at- 
tributed to the Aegis Defense 
Forces. 

Metal Gear has grown bolder 
in its themes as it has aged, 
and Outer Heaven has 
been the main vehi- 
cle for its politics. The 
latest installment of Kojima’s outspoken 
series promises even bolder strides in 
its franchise calling card: reveal the ma- 
turity possible in videogames and shine 
the torch clearly on issues affecting our 
world. JAMES HOWELL 
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The Spectral Side of MGS 


Lots of things go bump in 
the night in Metal Gear Solid, 
and we're not talking about 
Snake on a botched stealth 
mission. Spooks and larger-than- 
afterlife foes lurk behind those 
military complex doors, giving the 
series a supernatural edge that 
more realistic stealth games lack. 
ESP (extra-sensory perception) is the 
series’ paranormal staple. MGS1’s 
Psycho Mantis could read every- 
thing from Snake’s next move to 
the player’s memory card. (“You like 
Castlevania, don’t you?”) MGS2’s 
Fortune used telekinesis to scatter 
incoming bombs (you didn’t think it 
was all electromagnets, did you?), 
and MGS3’s The Sorrow gathered in- 
tel from the ghosts of dead enemies. 
Even series newcomer MPO has its 
trademark psychic, Ursula, who uses 
clairvoyance to predict Big Boss’s 
future up to the events of MGS4. 
It might seem unlikely, but MGS 
takes its psychic cue from ac- 
tual military history. Soviet Russia 
researched telekinesis for espio- 
nage use during the Cold War, and 
America, not to be outdone, followed 
suit. The U.S. Army even tested to 
see if dogs used ESP to find buried 
landmines. 
No military superpower has paid the 
same attention to ghosts, but MGS 
hasn’t denied them on that count. 
Players looking for MGS7 easter 
eggs could snap ghostly photos of 
the development team, and series 


creator Hideo Kojima appeared as a 
specter in MGS2’s Tanker Chapter. 
Ghosts took center stage in MGS3 to 
show Snake the horrors of war: The 
Sorrow forced him to wade upstream 
in the River Styx, flanked by the 
souls of those who he’d killed. 

Still, the biggest freaks are the 

guys who won't give up the ghost. 
MGS3’s The End supposedly stayed 
dead most of the time, resuscitating 
only when battle called, yet even he 
seems tame compared to MGS2’s 
Vamp who’s practically undead. (As 
he once said, “I cannot die twice.”) 
And no one beats Liquid Snake for 
comebacks from beyond the grave. 





























E] SMART Kojima shows how he keeps “ahead” of the game. 
In perhaps the most befuddling plot 


device ever, Liquid returned from the 
dead as series antagonist Revolver 
Ocelot’s surrogate arm. 

MGS4 trailers show Liquid-Ocelot as 
head of the new Outer Heaven, and 
Vamp has appeared in the game’s 
concept art, leading many fans to 


expect resolution on these mysteries. 


Yet, in a way, the sheer weirdness 

of the paranormal stays true to the 
spirit of the series. As science fiction, 
MGS uses technology to get away 


with magic. For practical purposes, 
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the codec radio isn’t far removed 
from telepathy, and nanomachines 
serve as the CO’s crystal ball. The 
series goes out of its way to highlight 
certain phenomena as paranormal, 
despite the sci-fi conceits. That 
combination of sci-fi and fantasy 
gives MGS one of its main themes: 
no matter how sure we are in our 
facts, mysteries always stand ready 
to surprise us, be they inner strength, 
ESP — or a possessed forearm. 
JAMES HOWELL 


CREEPY We don't know 
what's scarier... the ghost 
or his KISS makeup. 

















The Metal Gear series has 


always been defined by its 

stealth gameplay, and for good 

reason: one soldier, however 
badass, won’t win against a hundred. 
Series developer Kojima Productions 
(KojiPro) put the shoe on the other 
foot, however, with last year’s release 
of Metal Gear Online (MGO). Duking 
it out as MGS3’s grunts and special 
characters, MGO let you experience 
Snake’s combat power first hand. 

MGO bore the marks of Metal 
Gear's gameplay, despite influence 
from predecessors like the popular 
PC series, Counter-Strike. Stun 
weapons often proved better choices 
than regular guns, echoing the Metal 
Gear series’ preference for non-lethal 
force. You had to be as wary of stray 
porn mags as you did land mines, 
and Snake’s trademark cardboard 
box became a combat staple. 

All this ended in April, as MGO’s 
servers closed just one year after 
Subsistence’s release. Let’s take 
a look at the high (and low) points 
of Metal Gear's first steps into the 
online play arena. 


As usual, Japan got MGO first, but 
don’t be too jealous — Japanese 
gamers served as paying beta 
testers for MGO. KojiPro was fine- 
tuning MGO for the North American 
release, and among other changes, 
Japanese players missed a special 








game mode aimed at the most 
skilled players. 

No one knew about the mode 
until a KojiPro insider hosted a game 
innocently titled “HEAD SHOTS.” The 
curious gamer who joined this game 
discovered that their soldiers would 
explode unless they killed enemies 
with headshots. Rumors spread 
online, and the community embraced 
the challenge. 

MGO veteran Ismael “Thelshter” 
Ramos was among the many who 
found the replay value doubled with 
HEAD SHOTS. “Learning headshots 
was like playing the piano,” he says. 
“This wasn’t a game with an easy 
learning curve. You really had to 
know the controller and the right but- 
ton combos. HEAD SHOTS made the 
game more challenging and kept me 
playing.” Ramos and others saw that 
HEAD SHOTS brought one of MGS’s 









most important qualities online: a 
sense of surprise and variety. 


MGO might deserve recognition as 
having some of the weirdest bugs 
of any online PS2 game. Game- 
shark codes didn’t work online, but 
cheaters could accomplish amazing 
feats with a flick of a lag switch. As 
neat as those exploits were, many 
players abused them to the point 
that Konami started a public ban of 
glitchers. 

Some players didn’t jive with 
Reiko and Rowdy Reiko, two online 
special characters borrowed from 
Konami’s wrestling game, Rumble 
Roses. The characters’ costumes 
could clash with the level environ- 
ments and handicap stealth tactics. 
In addition, their trademark wrestling 
move had a long animation that hurt 
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Remembering 
Metal Gear Online 





more than it helped. “Their taunts 


were unique,” observes Aaron “Jim- 
Sensei” Gringas, “but outside that, 
they were nothing special.” 


It’s uncertain why MGO servers have 
closed, though the best answer 
seems to lie with Konami’s history 
of one-year support for its online 
games. Hardcore MGO fans have 
had to either deal with withdrawal or 
start playing online with Metal Gear 
Solid: Portable Ops on the PSP — a 
dual-horned dilemma, given the 
PSP’s unpopularity compared to the 
PS2. 

Multiplayer Metal Gear hasn’t 
disappeared forever. MGO was a trial 
run for the online portion of MGS4, 
so the online game isn’t entirely 
dead. It’s just resting, waiting for its 
time to strike. JAMES HOWELL 
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Fiction in MGS 


tealth action fans love to 
imagine fights between 
the heroes of MGS and 
other games, but the 
different stories cut true comparison 
short. After all, Splinter Cel’s Sam 
Fisher won’t likely meet his genetic 
twin’s haunted forearm even on 
his worst mission. Everything from 
MGS1’s psychic to MGS3’s hornet 
soldier proves that fantasy holds the 
reins on Metal Gear’s plot. 

Beyond the oddball enemies, 
MGS embraces science fiction as 
only videogames can. Sci-fi writing 
uses technology for its story; in 
MGS, the gameplay dictates the di- 
rection. Even the super-weird MGS2 
bases Snake’s gear on real technol- 
ogy, and then pushes the limits of 
reality to let the player do things that 
aren’t possible... yet. 
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Sneakeasy 
The stealth suit easily ranks as the 
golden bough of MGS’s gameplay. 
Snake turns transparent from any 
angle, letting him sneak past patrols 
without fear of detection. 

MGS bases the stealth suit on real 
gear developed by Tachi Laborato- 
ries at the University of Tokyo. Tachi’s 
suit resembles Snake’s raincoat from 
the opening of MGS2. The fabric 
displays a camera-fed image of the 
wearer’s background to create the 
illusion of invisibility. 

MGS tweaks fact into fiction when 
Snake turns completely invisible 
from all sides. Real stealth coats only 
appear see-through from specific 
angles, and uncovered skin remains 
visible, but that doesn’t stop Metal 
Gear Solid from imagining that total 
invisibility can happen. 


9mm Lullabies 
MGS stocks Snake’s arsenal with 
real weapons, too, taking a few liber- 
ties along the way. (Maybe he totes 
all those rifles in his cardboard box.) 
MGS2’s tranquilizer gun shows off 
the series’ particular brand of sci-fi. 
Snake puts enemies to sleep with 
a semi-automatic Beretta M92FS 
pistol (aka the M9) converted to 
fire sleep darts. Non-lethal combat 
deepens MGS's gameplay. The 
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Browning Hi-Power. 














DEADLY Asingle shot pistol could get you killed in real combat. Good thing t 
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good: backup units won’t replace 
snoozing sentries, and sleeping 
guards drop more supplies. The bad: 
the M9 is no longer semi-automatic. 
You wait between shots while Snake 
manually cycles the M9’s slide, 
making precise aim count more than 
ever. 

The slide on a real M92FS sur- 
rounds the barrel, and it partly makes 
the gun semi-automatic. When a 
bullet fires, the gunpowder’s explo- 
sion pushes the slide backward on 
to aspring, and the spring pushes 
the slide forward into place. During 
that action, the slide ejects the spent 
shell casing and loads a new round 
into the firing chamber. 

Sleep darts also fire with explo- 





sions, but a syringe flying at 1160 
feet per second is still deadly. 
Trang rounds need gentler explo- 
sions, which wouldn’t push the slide 
against the spring hard enough to 
lift a new round into the gun. So in 
MGS2, Snake tugs the slide by hand 
after each shot to reload the gun. 


His hand covers the hole where the 
bullet casing would eject because his 
darts don’t have shell casings. 

However, the effects of the sleep 
darts make MGS2 science fiction. 
KO’d guards wake up easily in- 
game, but chemically induced sleep 
isn’t the same as an afternoon nap. 
What’s more, someone hit by a real 
sleep dart could suffer side effects or 
an overdose. In the real world, you 
can kick a tranquilized sentry all you 
want; he won’t be calling for backup 
anytime soon. 


Legs Made for Walking 

Even Snake’s battles against Metal 
Gear prove that MGS aims at un- 
real targets through sci-fi scopes. 
Surface-to-air missiles appear on 
real battlefields, but bipedal tanks 
come straight out of anime fantasy. 
MGS3's Sigint actually comments on 
the idea’s absolute absurdity, calling 
it a logistical nightmare. 

Snake will finally “pilot” a Metal 
Gear in MGS4, though probably not 


Golden Bough? In the epic poem The Aeneid, protagonist 
Aeneas used the golden bough to enter and travel safely 


through the underworld. Learning is fun! 
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his is a game... 


like fans were expecting. Hardly 


a two-legged giant, the pint-sized 
Mark-ll resembles actual recon 
robots like the Mars Rover. It looks 
like MGS4 will maintain the tried- 
and-true balance between fantasy 
and sci-fi, keeping the genre-strad- 
dling series as fresh as ever. JAMES 
HOWELL 
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but how well do you really know the Metal Gear 
series? First, answer our 55 trivia questions, then check 
your answers to find out which rank best describes your 
knowledge of Tactical Espionage Action. 


What was the name of Solid Snake’s mission 
in the original Metal Gear? 

A. Intrude N312 

B. Intrude N313 

C. Virtuous Mission 

D. One Man Infiltration 


What is the name of the FOXHOUND member 
whom Snake is in charge of rescuing in Metal 
Gear? 

A. Big Boss 

B. Schneider 

C. Gray Fox 

D. Otacon 


In Metal Gear, who is the terrorist in control of 
Outer Heaven? 
A. Big Boss 
B. Schneider 
C. Gray Fox 
D. Diane 
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Which operative tells Snake the location of 
items in Metal Gear? 

A. Big Boss 

B. Schneider 

C. Jennifer 

D. Ellen 


What year was Metal Gear released on the 
MSX2 home computer system? 

A. 1985 

B. 1986 

C. 1987 

D. 1988 


NES in the United States? 
A. 1985 
B. 1986 
C. 1987 
D. 1988 


What weapon does Snake start with at the 
beginning of Metal Gear? 

A. He is unarmed. 

B. Knife 

C. Beretta 

D. None of the above 


In Metal Gear, which terrorist runs Outer 
Heaven’s underground prison? 

A. Big Boss 

B. Shoot Gunner 

C. Fire Trooper 
D. Arnold 


5 What year was Metal Gear released on the 


During what year did Metal Gear’s storyline 
take place? 

A. 1993 

B. 1994 

C. 1995 

D. 1996 


The actor shown in the picture below 
provided the inspiration for Metal 
Gear’s box art. Who is this actor? 
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During what year did Metal Gear 2: 1 7 
Solid Snake’s storyline take place? 

A. 1999 

B. 1998 


C. 1997 
D. 1996 


Who wore the stealth camo in Metal 


Gear 2? 
A. Big Boss 
B. Schneider 


C. OILIX 


D. Gray Fox 2 0 
Who was the anonymous “fan” of 


Snake’s in Metal Gear 2? 


A. Big Boss 

B. Schneider 2 1 
C. Gray Fox 

D. Roy Campbell 


Who is FOXHOUND’s commander in 
Metal Gear 2? 


A. Big Boss 
B. Roy Campbell 
C. Solid Snake 


D. Naked Snake 


What was the frequency of one of 2 3 
Snake’s female colleagues in Metal 


Gear 2? 
A. 140.25 
B. 140.15 
C. 140.85 


D. 140.16 2 4 
How many Alert levels were used in 


Metal Gear Solid 2? 


A.1 
B. 2 
C.3 


D. 4 
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True or False: Schneider defected to 
the terrorist organization in Metal Gear 
2. 


To defeat the Hind D in Metal Gear 2, 
use missiles. 


True or False: An oxygen bar was one 
of Metal Gear 2’s gameplay additions. 
T F 


True or False: Snake retires at the end 
of Metal Gear 2. 
T F 


Who was Snake’s primary antagonist 
Metal Gear Solid? 

A. Revolver Ocelot 

B. Liquid Snake 

C. Naked Snake 

D. Solidus Snake 


True or False: During Metal Gear Solid, 
Donald Anderson died in a prison cell. 
7 F 


Which character amputated Revolver 
Ocelot’s arm? 

A. Solid Snake 

B. Meryl 

C. Decoy Octopus 

D. Ninja 


Who was the Ninja in Metal Gear 
Solid? 





What was Psycho Mantis’s weakness? 
A. Headshots 
B. Explosives 
C. Controller port 2 
D. Controller port 1 


{ 


In Metal Gear Solid: The Twin Snakes, a 
console can be found 
on a desk in Otacon’s area. 


Which character gave Snake the 
FOXDIE virus? 
A. Roy Campbell 


B. Gray Fox 
, C. Naomi 
D. Meryl 


was the island 
on which Metal Gear Solid was set. 
How many years after Metal Gear 2 did 
Metal Gear Solid take place? 
A.5 


B. 6 
C.7 
D. 8 


. To defeat the Hind D in Metal Gear 
Solid, use "OF missiles. 
. Who wears the ninja costume in Metal 
Gear Solid 2? 

A. Gray Fox 


B. Liquid Snake 
C. Olga Gurlukovich 





D. Revolver Ocelot 


Whose arm did Ocelot steal to replace 
| the one he lost in Metal Gear Solid? 
A. Solid Snake’s 


B. Liquid Snake’s 
| C. Otacon’s 
D. Raiden’s 


| 3 3 “EE.” stands for Emmerich. 


es 


True or False: Roy Campbell was 
3 4 Raiden’s commander. 
il F 
Which member of Dead Cell is 
3 % obsessed with bombs? 
A. Fatman 


B. Vamp 
C. Solidus Snake 
D. Fortune 


On what day did Raiden meet his 
girlfriend, Rose? 
A. April 30 


B. March 30 
C. May 30 
D. June 30 


Who kills Olga Gurlukovich? 
A. Solid Snake 
B. Raiden 


C. Revolver Ocelot 
D. Solidus Snake 


Match the Metal Gears. 
How well do you know your Metal 
Gears? Write the letter of each Metal 


Gear seen in the collage next to the Metal Gear game 
in which it appeared. 


Metal Gear: 

Metal Gear 2: 
Metal Gear Solid: 
Metal Gear Solid 2: 
Metal Gear Solid 3: 
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40 
41 


42 


43 
aa 


45 


How many members comprise the 
Patriots group in Metal Gear Solid 2? 
A. 10 
B. 11 
C.12 
D. 13 


voiced Solid 
Snake in Metal Gear Solid 2. 





What is the name of the scientist Snake 
is charged with rescuing in Metal Gear 
Solid 3? 

A. Otacon 

B. Sokolov 

C. Hal Emmerich 

D. Dr. Drago Pettrovich Madnar 


What was the name of Snake’s mission 
in Metal Gear Solid 3? 

A. Intrude N312 

B. Intrude N313 

C. Virtuous Mission 

D. None of the Above 


True or False: Eating food increased 
stamina in Metal Gear Solid 3. 
T F 


What was Snake’s codename in Metal 
Gear Solid 3? 

A. Solid Snake 

B. Naked Snake 

C. Solidus Snake 

D. Big Boss 


The Philosophers comprises the most 
powerful men in the Soviet Union, 
China, 





46 


True or False: In Metal Gear Solid 3, 
wounds had to be treated following 
an ordered list of steps in order to be 


properly cured. 


T 


47 


48 


49 
90 
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02 
03 


34 
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Who is the President of the United 
States during Snake Eater’s storyline? 
A. Lyndon Johnson 
B. Dwight Eisenhower 
C. John F. Kennedy 
D. Richard Nixon 


Which terrorist used bees to attack? 
A. Colonel Volgin 
B. Revolver Ocelot 
C. The End 
D. The Pain 


At the end of Snake Eater, Naked Snake 
earns the title of 


True or False: Eva was revealed to be 
a spy for Russia at the end of Snake 
Eater. 

T F 


Metal Gear Solid: Portable Ops is a 
sequel to which game? 

A. Metal Gear 2: Solid Snake 

B. Snake’s Revenge 

C. Metal Gear Solid 2 

D. Metal Gear Solid 3 


Squads of up to members could 
be 
assembled in Portable Ops. 


The antagonist in Portable Ops is: 
A. Big Boss 
B. Gene 
C. Solidus Snake 
D. Solid Snake 


True or False: Hideo Kojima directed 
Portable Ops. 
T F 


Snake Evolver 
In every Metal Gear game, the Snake 
character acquires item and abilities that 


have become synonymous with the series. Using the 


NY [aiileliccy Avanlanled imtsszlelek=| ale. 


screenshots, write the letter of each item or ability (listed 


below) next to the Metal Gear game in which it origi- 
nated. Remember, some games debuted more than one 


item or ability. 


RAN 


A. Infinite Ammo Headband 
B. Codec 
C. Sneaking Suit 
D. Cardboard Box 
E. Cigarettes 
F. VR missions 
G. Enemy Line-of-sight Cones 
H. Radar 
|. Crawl Through Vents 
J. Distract Enemies with Noise 


Metal Gear: 
Metal Gear 2: 
Metal Gear Solid: 


KINGS 


1-10 correct: Raiden 
11-20: Naked Snake 
21-30: Otacon 
31-40: The Boss 
41-54: Solid Snake 


55: B 


ig Boss 
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What Would Solid Snake Do? He would solve all your oro 
tf : 


There’s a girl at school | really like, but she doesn’t know 
| exist. She hangs out with the cool kids and I’m just a 
shy gamer. We have a big dance coming up and | wanted 
to ask her to it, but | have no idea how. I'll hate myself if 

| don’t try, but I'll hate myself if | mess it up, too. What 
should | do? 


— Frozen by Fear 


DEAR FROZEN BY FEAR, 

You need to get to the heliport as quickly as possible. 
There are two guards between you and the elevator that 
will take you to the heliport. Climb into the small gap 

on the dock and sneak up behind the first guard. Wait 
until he turns around and snap his neck. Stay out of the 
second guard's cone of awareness, then kill him silently 
as well by snapping his neck. Get to the elevator and 
prepare yourself for the third guard. You can sneak past 
him, but you should fee! free to snap his neck, too. 


I'd like to get in shape, but | can’t find a workout regimen 
that keeps me interested. | get bored of doing the same 
repetitive exercises — the barbells are just dead weight, 
and | feel like I’m going nowhere on the treadmill. You’re 
always in prime physical condition; what’s your workout 
regimen? 

— More Puff Than Buff 


DEAR MORE PUFF THAN BUFF, 
Hopefully by now you have your cardboard box. You'll 
need to equip it to avoid the guards and sneak down 

to floor B1. Grab the Nikita missile launcher, then 

head down to B2. You should get a call on your codec 
warning you about the electrified floor and the deadly 
gas. Fire the Nikita down the hallways to blow up the 
generator. That will make the floor safe. Then run down 
the hallway and get yourself a gas mask. Get ready for 
your showdown with Ninja — and remember, you will 
need to punch him several times and dodge his attacks 
before you get the chance to open fire. 


I’ve got a 1970 Mach 1 Fastback Mustang, with a V8 
under the hood and a manual four-speed transmission. 
She’s both beauty and the beast! Right now it’s in the 
original factory Calypso Coral finish, but the paint is fad- 
ing. | was thinking of restoring the car in Grabber Blue, 
or maybe Medium Metallic Lime. | also thought about a 
flame job, or maybe that flip-flop paint that the tuner kids 
use to make the car look both purple and green at the 
same time, but they both struck me as tacky. How do | 
give the old girl new life without destroying her classic 
looks or resale value? 

— Playing the Ponies 
























DEAR PLAYING THE PONIES, 
You can’t go wrong with Grabber Blue. 
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